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Yard man slams 
hacker's guide 

A top Scotland Yard detective 
as slammed the publication of 
@ controversial guide to 
hacking, which was published 
last week. “No good can come 
of anything in this book,”” said 
John Austen, head of Scotland 
Yard’s computer crime unit 

And Austen would like to 
see legal action taken against 
the publishers of The Hack- 
er's Handbook, Century 
Communications. 

“I don't believe that it is in 
the public interest that it should 
be published and if the publ 
protests I will refer the matter 
fo the Director of Public 
Prosecutions,” he sai 

The author of The Hacker's 
Handbook, who has assumed 
the pseudonym Hugo Cornwall, 
is apparently a 40-year-old 
Highgate resident. He argues 
that hackers have their own 
code of responsibility 

The sport of hacking itself 
may involve breach of aspects 

You've seen the TV programme, 
you've read the book — now 
here's the software. 

Body Works is Jonathan 
Miller's brainchild. Well 
known for his TV appearances 
in The Body in Question, and 
subsequently for the pop-up 
book The Human Body, Dr 
Miller has directed his 
attention to the possibilities of 
home computers as a mediun 

Genesis Productions and Five 
Ways have collaborated to 
produce this original concept. 
Body Works is a combination 
of education and arcade, aimed 
at older children and adults. 

of the law, notably theft of 
electricity, theft of computer 
time and unlicensed usage of 
copyright material; every 
hacker must decide individ 
each instant arises, 
writes. 

Richard Brockbank of Cen: 
tury Communications supports 
Cornwall and believes the book 
has an important contribution 
to make to the security of 
information. “We feel perfectly 
entitled to publish this book, 
he said. ‘We hope it will help 
tighten security and have a 
positive effect. We aren’t trying 
to encourage criminal acts 

In the eyes of the law hacki 
is generally illegal, but theft o 
information is not a criminal 

g 
f 

offence. Convictions carry 
relatively small penalties. 

An expert hacker, who 
wanted 10 keep his identity 
secret, commented: "This book 
is excellent but very bannable 
It was two or three times as 

Body Works covers the main 
bodily functions: digestion, 
respiration and circulation: 
Nerves, muscles and cells are 
also studied, and user participa- 
tion is vital for one game, 
Muscle Control, in which the 
player must use skill and speed 
to_manoeuvre a character. 

The program involves the 
user in a number of simulations. 
In one_ section input 
information for a character 
running the marathon. If the 
stress becomes intolerable, the 
unner suffers a heart attack 

and you can see the effects this 
has on the human body 

HACKER’S 
HANDBOOK 

ry 

7 
thick before it was edited down 
to be publishable. 

And a Scotland Yard spokes 
man stated that Detective 
Inspector Austen's views were 
his personal opinion, not that 
of the police force 

HUGO CORNWALL 

Tonathen miller 
Body Works director 



jPRiGE MACHINE E4 

Featuring 

— A big object, for 

instance a ship in full sail, using all the eight sprites can be 

designed easily. All the eight sprites can be viewed together 

to give the full view of the ship. Any of the sprites making up 

the ship can be edited, scrolled or rotated while the whole 

ship is in view. 

— Uptoeight sprites 

can be overlayed. 

— A really useful feature. A 

horse can be taken through its paces from canter to full 

gallop. 

— In normal or MULTI-COLOUR 

mode. 

sprites storage. 

Many useful hints, tips and information about the working 

of the video chip in CBM 64. 

Easy to incorporate the sprites in your own BASIC or 

machine code programmes. 

A must for a BEGINNER or PROFESSIONAL programmer. 

Ready to use sprites for beginners including a 

demonstration programme to show all the features of the 

Sprite Machine. 

R & HIGH STREET HORLEY SURREY 24 HOUR CREDIT CARD SALES HORLEY (02934) 6083 
ictoria Industrial Park, Victoria Road, Dartford, Kent DA1 5AJ Tel: 0322 92513/8 
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On the ball 
Marconi’s new graphic input 
device, the RB2 Trackerball 
provides precise x-y cursor 
control by fingertip operation 
of the central ball. 

Trackerballs are available for 
use with BBC and C64 (£59.50) 
and MSX (£79.50) computers. 
It is aimed at serious hobbyists, 
educational establishments and 
users of graphics programs. 

According to Marconi it is 
more stitble and accurate than a 
joystick, needs less space than a 
mouse and can also be hand 
held. It comes complete with a 
user guide and sophisticated 
grahics software, as well as 
software to facilitate linking the 
RB? to your own programs. 

Central Trade Exchange, 
Ashton Lodge, Aston Rd, 
Dunstable, Beds LU6 INP 

Pure gold 
US Gold has announced the 

wunch of the US Gold Club 
The membership fee is £9.99 
plus 7Sp postage and packing. 

Members will receive a US 
Gold sweatshirt and badge, a 
poster, a membership 
discounts on US Gold software 
US Gold merchandise and Gold 
Bulletin, a regular newsletter 
containing news and views on 
US Gold games. 

card 

US Gold, Unit 10 The Parkway 
Industrial Centre, Heneage St 
Birmingham B7 4LY 

Eye, eye 
Bolle, manufacturer of VDL 

spectacles, has introduced a 
new ladies style 10 its range 

in the Bolle range t 
spectacles feature the Trex 90 
plus lens, designed 1 improve 
the resolution of screen imay 
received by the eye. ‘These 
lasses are available in sherry 
gold colour, 

Bolle, Brunel Cl, Ebblake Ind 
Est, Verwood, Wimbourne, 
Dorset BH2I 6BA 

26 March 1985 

On the right track 

Toil and trouble 
Players of Ma 
Creative Sj need desp: 
no longer. The company has 
been so innundated with calls 
that it has prepared a: clue 
she 

ebeth, fro 

Available to anyon 
an s.a.e. the sheet 
those stuck on three of th 
ventures. Gordon Reid, 

Product Manager, claims that 
by the time you reach the 
fourth, you should be an 
expert 

The company hopes the issue 
of this sheet will give it back the 

switchboard as well 
of the game 

sending 
will help 

four 

use of it 
as helping 

Creative Sparks, Thomson 
Hse, 296 Farnborough Rd, 
Farnborough GUI4 7NF 

Bits and bytes 
Grampian Television is 
ducing a second series of Bits 

nn’ Pieces, a computer series for 
young people between the 
of 10 and 20. 

The series will concentrate on 
software for Spectrum, C64, 
BBC, Amstrad and Atari. The 
production team intends that it 
should be the most innovative 
and user-friendly computer 
series on TV 

Bits ‘n’ Pieces will be pre: 
sented by DJ Bobby Hain and 
the series will be screened 
during the summer 

Grampian Television, Queen's 
Cross, Aberdeen AB9 2XJ 



Software update 
Mosaic Publishing was guilty of 
jumping the gun this week, with 
the somewhat premature an- 
nouncement of a game based on 
the novels of the life and times 
of Adrian Mole. The game 
won't be ready until the 
autumn. 

Level 9 is the software house 
| developing the game on behalf 
kof Mosaic, and Adrian Mole’s 

trials and’ tribulations will be 
played out on C64, Amstrad 
CPC464, Spectrum and BBC, 

| The follow-up to Chucky 
Ege, Choccy Egg from A ‘n’ F, 
is timed for release at Easter 
weekend. Meanwhile, Mel- 
bourne House has released a 

p new, improved — but pricey — 
[version of the Hobbit for the 
, C64. The number of locations 

are doubled and the graphics 
are reported to be a con- 
siderable improvement on the 

» original Commodore version. 
‘The musical soundtrack should 

JP set the atmosphere, and inspire 
fp you on your quest, according to 

Nibble at your 
micro 

The mice are multiplying. The 
latest machines to come under 
attack are the BBC and Com 
modore 64 which are soon to be 
nibbled by the SMC species, 
released from their breeder 
next month, at £59.95 

Supplied ‘with software on 
casselle these mice are the first 
Which are meant to operate with 
oloured ions. Using the soft 

ware supplied you can design 

Melbourne House. Price: £14.95 
on cassette, £17.95:on disc. 

Micromega has come up with 
a new package of three of its 
best-selling Spectrum games: 
Codemane Mat, Kentilla and 
Jasper. This bumper pack, the 
Derek Brewster Collection, can 
be yours for £9.95. 

Palace Software, who modi- 
fied The Evil Dead into a 
computer game, will shortly be 
releasing Cauldron: a game 
which incorporates scrolling 
shoot-em-up, arcade adventure 
and platform jumping. Palace 
claims: ‘It’s one of the largest 
games so far written for home 
computers, and uses about 
300K of source code!” At £7.99, 
Cauldron will be available for 
the C64 and Spectrum. 

One conversion of note this 
week 
Interce 
Originally written for C64 this 
new version has music from the 
film Star Wars, officially 
licenced and even’ synthesised 
speech. 

sprites and other 
produce 16-¢ 
designs (cight on 
use the mouse 

A further ad 
mouse 

he BBC) and 
input for your 

own pro} 
ance is that the 

can be used as a joystick 
with most 
tick option. A ver 
realure, with versions duc to 

infest the QL. Amstrad and 
MSX soon: 

‘oftware with joy 

SMC Supplies, 11 Western 
Parade, Gt North Rd, Bornet, 
Herts ENS TAD 

Nibble on an AMC mouse 

Title 
Parky and the Yellow 

Submarine 
Quasimodo 
Doughboy 
Battle for Midway 
Grand Larceny 
Chuckie Ege II — 

Choccy Ege 
Jet-boot Jack 
Tower of Evil 
Derek Brewster 

Collection 
Mystery of the Java Star Amstrad 
Cauldron 
Frankenst 
‘Caveman 

ancelot 
Wizard and the Princess 

sic Adventure 
ind Larceny 

Star Seeker 
Android One 
Rocket Ball 
Krazy Kar 
Jouste 
Boardello 
Arabian Nights 
Death Star 

Machine Price Publisher 

C64 £6.95 CheetahSoft } 
C64, Atari E S Gi J 
C64 | 
C64 | 
C64 £7.95 Melbourne Hse 

Spectrum A‘n' F { 
Amstrad English 
cl6 Creative Sparks 

Spectrum .95 Micromega ff 
95. Shards | 

C64, Sptrm £7.99. Palace { 
£7.95 Icon 
£7.95 Icon f 
£6.95 Icon | 

Amstrad £6.95 Melbourne Hse | 
s C16 Melbourne Hse {f 

C16 Melbourne Hse |} 
C64 £7.95 Melbourne Hse {J 
Electron £9.95 Mirrorsoft | 
Amstrad £7.95 Vortex { 
C64 £7.95 1K } 
C64 £6.95 IJK f 
C64 £6.95 JK | 
MSX £7.95 Bubble Bus |] 
BBC/Eltron £6 Interceptor |] 
Spectrum £7.95 System 3 | 

ster than a speeding comet to America 
" importance and compete a tie 

why they 
isneyland. 

day 

tence stat 
lo goto 

joi The prize includes a 
holiday in Florida includingd 

to Kennedy Space! 
ind and 

jodore 
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Keep your eyes 
skinned for 
Super Gran 
and you could win 
sweatshirts, and 
games for nine 
different machines 

ON YOUR BIKE, 

GRANNIE 

his week we are offering 
you the chance to meet # 
Superstar. There are 

prizes for 100 readers who will 
each win the latest release from 
Tynesoft — Super Gran. 

The game is based on the 
adventures of tclevision’s most 
unlikely star. Accidentally hit 
by a super-ray machine an 
ordinary grannie became the 
septuagenarian superbeing. 

The aim of the game is to 
defeat the Scunner, Super 
Gran’s arch enemy. There are 
cight different screens in which 
you must avoid imposters, 
chase the baddy in the skimmer 
and rescue the cat. 

The game is due for release 
on April 2. Spectrum, C64, C16 
and Amstrad version will be 
available on that date, followed 
by five other versions for BBC, 
Electron, Atari, MSX and 
Einstein soon afterwards. 

The game is only one part of 
the first prize. The first 10 
correct answers out of the hat, 
— probably the editor's, his 
head is big enough — will also 
receive a sweatshirt featuring 
Super Gran herself. 

How to enter 
In order to win this game you 
need to have eagle eyes as sharp’ 
as Super Gran’s. Study the two 
photographs taken from the! 
series. There are a number of 
differences between them. All 
you have to do is circle the 
differences on the entry coupon 
and count how many you've 
found. Fill in the entry coupon 
and seal it in an envelope. Write 
the number of differences 
clearly on the back of the 
envelope this is very 
important 

Post your entry to: Super 
an Competition, Home 

Computing Weekly, No. 1 
Golden Square, London WIR 
3AB. Entries must arrive by 
first post on Friday 12th April, 
1985. 

You may enter as many times 
as you wish, but each entry 
must be on an official entry 
coupon — not a copy — and 
sealed in a separate envelope. 
Important: please follow care- 
fully the guidelines on entering 

incomplete coupons and 
entries with no numbers on the 
back cannot be considered. If 
you are a winner, the coupon 
will be used as a label to send 
your prize, so clear writing is 
essential. 

Tynesoft Competition 
Entry Coupon 

Entries will not be accepted from 
‘employees of Argus Specialist Publica 
tions, Tynesoft, and Alabaster Passmore 
& Sons. This restriction also applies to 
employees" families and sgents of the 
‘Sompanies. 

The How fo Enter section forms part 
of the rules. 
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Up and Coming 
Very little change in the chart 
this week and no new entries in 
the top 20 at all. Only Bruce Lee 
has crept back to disturb the 
status quo. 

In the lower reaches there are 
two new entries. Emerald Isle 
has made it to 33 and Rocket 
Ball has stolen into the number 
47 slot 

We are fascinated to see Jet 
Set Willy rating at number 
seven, It has been in the chart 
for 23 weeks now and, believe it 
or not, it isn’t the longest 
serving member. 

‘That accolade is shared by 
four titles, Football Manager, 
Flight Path 737, Beach Head 
and Daley Thompson's Decath- 
lon, All of these games have 
been in the top 50 for 25 weeks 
now — quite a record. 

The top tens show a little 
more movement and we are 
very pleased to see that Soft Aid 
is heading both C64 and 
Spectrum charts, Castle Quest 

>» > >» 
seems well placed to stay at 
number one on the BBC but it 
will be ages before it has been in 
the charts as long as Elite — 
currently on 23 weeks. 

SOFTWARE 
Week Ending March 12, 1985 

Compiled by 
For details conta ‘John Sor 

Soft Aid 
Raid over Moscow 
Bruce Lee 
Ghostbusters 

Everyone's a Wally 
Jet Set Willy 

1 
2 
3 
4 
6) Alien 8 
6 
7 
8 

a 
. 
. 
a 
’ 
’ 
’ 
’ 
712 
a 
a 
a 
a 
’ 
a 
a 
a 

Impossible Mission 
9 Football Manager 

Booty 
Pole Position 
Daley Thompson's De 
Combat Lynx 
Manic Miner 
Zaxxon 
Hunchback It 
Castle Quest 
Sorcery 
Pyjamarama 
Starstrike 

Raid over Moscow 
Everyone's & Wally 
Ghostbusters 
Booty 
Starstrike 30 
Finders Keepers 
Skooldare 

lp for the industry's weekly trade 
Computer and Software Ret 

PUBLISHER 

Quicksiive 
US Gold 
US Gold 

Uti 

. 

. 

. 
Activision . 

. 
Mikro-Gen . 
Software Projects | @ 
ces 
Addictive Gar 
Firebird 
Atari 

;cathion Ocean 
Durell 
Software Projects 
US Gold 
Ocean 
Micro Power 
Virgin 
Mikro-Gen 

eee eee ee eeee 

1 1 
2 2 
3 3 
a) Fra ‘ 
5 5 
‘ 6 
7 7 
The Hocker 8 
9) Mini Office 

ag 10 

Computer and Software Retail 
9. No. 1 Golden Square. Lond 

ee eee 

“ep (en 
Soft Aid 
Imporsibte Mission 

Ghostbusters 
Buck Rogers 
Raid over Moscow 
Frak! 
Daley Thompson's Becathion 
Rocket Ball 
Zaxxon 

WIR 3AB, 01-37-0626 



BLULKBUSICINS 
BLOCKBUSTERS 

Blockbusters is the ratings-topping, 

button-popping, mind-stopping quiz game of 

the decade, and now it’s been adapted for 
your micro computer! 

Central TV's popular programme attracts 
around 12 million fans, and now it’s all set to 
become number one in the personal computer 

charts as well! Blockbusters is ‘edutainment’ 
of the highest level for all the family, providing 

a perfect introduction to the home computer. 

Two players pit their wits against each 

other and the clock in a game which tests 

mental agility and general knowledge — it's 

exciting, educational and intense with an 

appeal as wide as the micro itself. 

If you've got a computer in the family 

you've got to get Blockbusters. And if you 

haven't, it’s worth getting one just to play 

Blockbusters! Now available from High Street 
stockists or direct from Macsen Software — 

402 She, 

‘a @:, THE ULTIMATE 
% CHALLENGE! 

¢ 

MACSEN 
SOFTWARE 

just fill in the coupon below and try to contain 

your excitement — we'll deliver within 14 days! 

This is what the experts have to say 

“A surprisingly addictive family game with 

considerable educational side-benefits”’ — 
CRASH MICRO MAGAZINE 

Facsen Software, GBA Limited, 17 Nott 
| Square, Carmarthen, Dyfed, SA3 1PQ 

Please send me a Blockbusters programme for my 
| BBC-BELECTRON [] SPECTRUM 48K 

COMMODORE 64 (Tick appropriate be 

| Price £7.95 + 60 pence p&p. 

| 1 enclose Cheque/PO number 

for £8.55 made out to Macsen Software or please debit 

| my AccESS/BARCLAYCARD, number 
J Signature (wn 

Addres: 
Miss) 

Postcode [fa tes ey | 

dg res 



Body Works 
Despite the fact that the 
publishers, Genesis Produc- 
tions, claim this will not be 
marketed as an educational 
package, Body Works is, none- 
thele: one of the better 
educational programs I have 
come across. The package 
includes two cassettes (with five 
Programs), an introductory 
manual and wallchart of the 
human body. 

Topics dealt with include 
cells, digestion, nerves, and 
‘muscles (among others), and 
these are introduced in the clear 
and concise manual and then 
illustrated by the accompanying 
programs. The chapter on cells, 
for example, explains the 
functions and working of 
different types of cells and the 
computer program gives 
graphical representations of 
these cells, as well as animated 
sequences showing the passage 
of chemicals into and out of the 
cells. i 
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The graphics throughout the 
programs are nicely designed, 
and make good use of colour to 
differentiate between different 
parts of the body, and this goes 
along way to holding the user's 
attention — in contrast to the 
rather dull graphics in a lot of 
educational software. 
What's more, instead of 
simply flashing reams of facts 
onto the TV screen, Body 
Works also includes a number 
of games/simulations which 
depict bodily process in action 
and allow the user a degree of 
interaction with the programs at 
the same time as soaking in the 
facts. One of these games, in 
which you control the muscles 
of an arm to press a scries of 
buttons, I found challenging 
and playable). 

All in all, Body Works is well 
produced ‘and programmed, 
and an indication of what 
educational software can — and 
should — be. CJ. 

Price: £14.95 
Publisher: Genesis Productions 

Lode Runner 
‘This disc game is an American 
import, and was a great hit in 
the States, so it would be a 
surprise if it wasn’t good. But 
don’t worry, it deserves its high 
reputation, though it does have 
a few weakness 

It isn’t a startlingly original 
game, but just another variant 
of the  platforms-and-ladders 
theme. You have to guide your 
little man around the screen 
collecting gold bars and digging 
holes to trap the guards in, The 
graphics are nothing to write 
home about and the sound 
effects are distinctly average. 
What makes it special is the 
number of screens you have to 
play with — a staggering 150 — 
and the inclusion of a game 
generator so you can design 
your own screens as well. 
Designing a screen and saving 

it on disc, is made very easy for 
you — but designing a playable 
Screen is, of course, much 
harder. It’s really only when 
you've had a go for yourself 
that you appreciate the hard 
work which must have gone 
into producing all the original 
screens. 

‘The edit mode which you use 
to design screens also enables 
you to select any of the original 
screens, though you ‘can’t 
register'a high score unless you 
start with the first screen. You 
can speed up or slow down the 
game too, and there are cheat 
keys which give you extra lives 
or let you skip levels — these 
also invalidate high scores. 

With all these options to play 
with, it’s certainly good value 
for money. M.N. 

Price: £12.95 

Publisher: Ariolasoft 

Address: Asphalte Hse, Palace 
St, London SWI 



Heroes of Karn 
Converted from another 
computer, this clonebuggy 
comes with some very pretty 
pictures, and the dullest text 
layout of all time, 

No account has been taken 
of the Amstrad window com- 
mands which would do a great 
deal to liven up a mainly textual 
display. 

All the text uses the default 
bright yellow ink; the other 26 
colours are compietely unused. 
Like many other recent 
adventure programs, it is also 
practically a deaf ‘mute. So 
much of the valuable RAM has 
been used by the pictures, 
the essential dialogue is 
unsophisticated and outdated. 

Monosyllabic communication 
and an apparently small 
vocabulary make painfully slow 
progress inevitable. The sound 
commands are grossly neglec- 
ted, The potential here for 
adventure programs is enor- 
mous, since storyline continuity 
and dramatic content would 
gain much from the 8912 sound 
chip. 

Doing far more for the 
imagination than still pictures, 
the sounds of waves crashing on 
a_storm-swept pebbled beach 
with gulls squawking overhead 
are all accessible, and in full 
stereo too for complete realism. 

The usual verb/noun inputs 
are used in this program and the 
game can be saved for future 
use. Your mission is to release 
from captivity the four heroes 
of Karn, namely Beren the 
mighty, Istar the wise, Khadim 
the dwarf and Haldir the Elf- 
lord. 

After battling with the 
powers of night, many 
salubrious hazards await you. 
Lots of entertainment here, 
especially for timeworn, 
weatherbeaten speculators 
looking for another foray into 
the unknown, DH. 

Price: £5 

Publisher: Interceptor Micros 

Address: Linden House, The 
Green, Tadley, Hants 

Buck Rogers 
This game is yet another 
conversion from the arcades. 
The scenario is sickeningly 
familiar. On the screen, you 
have a view of your spaceship 
which you pilot across the 
surface of a planet. The feeling 
of movement is achieved by 
moving bands of colour which 
travel towards you. 
There are a range of 

mountains in the distance, but 
you never seem to reach them. 
‘At regular intervals, pairs of 
pylons approach you. You must 
fly your ship between the 
pylons. Contact with cither 
means death. 

After you've passed through 
a number of gates, enemy space 
ships come at you. You must 
destroy these ships as well 
as pass through the gates. The 
next wave comprises bouncing 
nasties. 

The final phase involves 
flying through space killing 
nasties, culminating with the 
mothership. It’s then back to 
the beginning with things a little 
nastier. The variation between 
difficulty levels is small apart 
from a different colour sereen. 
The ship has limited fuel so to 
keep going you must gain ships 
by completing screens or killing 
nasties — I think. 

The graphics are excellent 
with use of shadow to give a 
3-D effect and smooth move- 
ment. Sound is minimal and 
generally uninspired. 

‘Since this was a preview 
copy, I had no instructions 
to help me. Hence my vague 
comments. Overall this is an 
extremely tedious game which 
really didn’t seem to get 
anywhere. After three screens, 
the play was hardly any tougher 
than at the start. AM. 

Price: £9.95 

Publisher: US Gold 

Address: Unit 10, Parkway Ind 
Centre, Heneage St, Birming- 
ham B7 4LY com 

From my first sight of the first 
screen I sat bolt upright — the 
display being different to any 
other I have seen. 

Moving walkways criss-cross 
the screen and there are 20 of 
them to tackle... well there 
would be if the publishers had 
put more than minimal effort 
into their quality control. 

AL last it seems that someone 
has been sufficiently creative to 
program an original idea. The 
program is a conversion, 
although new to me, and I have 
seen most Amstrad games. 

Full use has been made of the 
graphic and sound 

facilities, which are terrific in 
stereo. 

In the style of a Dutch 
auction the screens are 
numbered down from 20, so the 
second one is number 19. 
Screen 18 is where the 
publisher's familiarity with the 
Program becomes contemptu- 
‘ous. The first time I got to this 
stage the game just locked up. 
Rankin’ Rodney was petrified. 

Thad found a Bug. 
Another attempt caused 

black squares to appear on the 
display, with odd black pixels 
peeping through the paper 
colour. Nothing if not tena- 
cious, 1 tried again, this time a 
full reset was iniated... ready. 

Had the screens run in the 
more usual way from 1 to 201 
may never have discovered this 
garbage. It concerns me to 
think that you would have 
wasted your money, with 
frightening repercussions. D.H. 

Price: £8.90 

Publisher: Taskset 

Address: 13 High St, Bridling- 
ton 

J Comatose 
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Cricket Captain 
This overpriced package will be 
disappointing to most Amstrad 
users, who have been weaned 
on a richer diet. 

Originally written for another 
popular micro, this program is 
a clonebuggy. It has been 
quickly translated from one 
machine to another, no 
advantage has been made of the 
enhanced graphic and sound 
capabilities of the Amstrad, 
Even the text on screen is 
annoyingly off. centre, 
obviously not written for this 
particular screen co-ordination. 

As its name suggests, you are 
the Captain of a County Cricket 
team. All 17 County teams are 
on offer and you may choose to 
Captain any one of them. 
A flashing ‘gamble’ feature is 

incorporated, which represents 
the spin of a coin so that you 
either bat or bowl first. The 
batting and bowling order is of 
your own choosing. You are 
playing a one day match that 
lasts for up to twenty overs, but 
with only three balls per over! 

‘Changes in the positions of 
the fielders is offered — but 
only briefly — here again that 
clonebuggy rears its ugly head, 
the Amstrad whips through the 
delay loop faster than you can 
think! 
Though not having any 

instructions on the cassette 
inlay, these are adequately 
provided on the screen. What is 
missing from the visual image 
though, is the second inactive 
batsman. This makes the all 
important run out unprovided 
for, also the one batsman that is 
visible tends to jump about a 
bit. Altogether most 
disconcertin, 

The idea 
mentation is obsolete. 

good, the imple- 
D.H. 

Allanson Computing 
77 Chorley Road, 

Adlington, Chorley, Lancs 

Well, y'all expectin’ some good 
ol fashion Southern Comfort 
from this one? You might at 
least expect some sense of 
humour. But alas this is some- 
what lacking. 

The cassetie inlay gives you 
some idea of what to expect. 
There is a background which 
scrolls across when you've 
completed your journey fi 
left to right and the essential 
information concerning lives 
and score. 

You have to jump over 
clashing dustbins, letter boxes 
and various other obstacles 
rather like Hunchback but 
against a more modest back- 
ground. Instead of the castle 
you have a street scene which 
includes a zoo and a two Bit 
Micro shop. As you make pro- 
gress the obstacles become more 
animated and to get past them 
you need to use your gun. There 
are caterpillars, kangaroos, bats 
and many more all trying to 
prevent you from your purpose 
in life which is to rescue your 
loved one. 

Your score is affected by the 
time taken to get across the 
screen. A further difficulty is 
added by a gradually descend- 
ing bomber, just to complicate 
matters. 

Unfortunately this multi- 
screen game doesn’t quite live 
up to expectations and is not 
original enough to be interest- 
ing or ingenious enough to be 
addictive, 

‘A musical background is pro- 
vided with the option of 
switching it off. There is also an 
option to use the First Byte 
Joystick Interface for the 
Electron user, otherwise the 
keyboard controls are perfectly 
adequate. 

It is quite a difficult game to 
master and split second timing 
is required. If you enjoy 
jumping and shooting to avoid 
danger then you may like this 
especially as the price seems 
very reasonable. 

14.95 
Publisher: 
Address: Box 43, Manchester 
M6D3AD 
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Help 
Dear BBC User, HELP is nigh, 
throw your User Guide away. 
Gone are the hours of searching 
through well thumbed, tatty 
pages looking for forgotton 
syntax and operating system 
commands. On second 
thoughts, you'd better rescue it 
from the bonfire because there 
is a limit to the amount of 
information one can squash on 
to an 8K eprom. However, the 
writers of this chip, using 
sophisticated compression tech- 
niques, have managed to cram a 
remarkable 13,000 characters of 
information into it. 
HELP gives instant informa- 

tion on most of the topics to be 
found in the User Guide and by 
giving the user a mainframe 
style on-screen help facility, 
program development time can 
be reduced. 
HELP covers the following 

topics: 
BASIC keywords 
colour 

sound 
teletext 

VDU commands FX calls 
GCOL screen modes 
memory usage PAGE/HIMEM 

One omission is information 
about the ENVELOPE com- 
mand, but this is deliberate 
because any worth-while 
information about this complex 
topic would have used up most 
of the available space. 

The utility can be entered at 
any time during the develop- 
ment of a program by typing 
*H< topic) RETURN), 
after which ‘LIST’ will return 
the user to the program. 

Interrogation of HELP can 
be by subject which gives all the 
information relating to that 
topic or the information can be 
made more specific by calling 
for a sub-topic, using *H 
topic? — € sub-topic > 
< RETURN ). 
Another facility included in 

this ROM is a string search 
which can be used when the 
exact command is not known. 

This facility is enabled by the 
command *H @ string ) 
(RETURN) which displays 
specific occurrences of the 
string. 

For example, to find out all 
the information relating to 
PRINT, the command *H@ 
PRINT (RETURN) would 
be given and all sub-topics 
which have any reference to 
PRINT would be listed, 
However occurences of 
PRINTER or PRINTED would 
be ignored. 

In order to make the string 
search more general the 
command — *H ¢ string >. 
< RETURN) is given, the 
difference being the full stop 
after the string. For example, 
*H @PRINT. (RETURN) 
will list all sub-topics with 
occurences of the words 
PRINT, PRINTER, PRINT- 
ED. However, *H” @TEXT. 
will not find TELETEXT. 
HELP not only gives direct 

information about a particular 
topic but also lists all the related 
information. For example, if 
*H DATA is entered, informa- 
tion on RESTORE and READ 
will be listed as well as 
information about DATA 
itself. 
HELP can be entered in any 

mode but Mode 7 gives the best 
screen display. The information 
is colour coded; topics in yellow 
and all other text in cyan. 

The package comes attrac- 
tively boxed and includes an 
operating manual with full 
fitting instructions. ID. 

Price: £25 

Publisher: Beebsoft 

Address: PO Box 50, St Albans, 
Herts 



Arrow Plus 
With the 64's slow loading and 
saving to cassette, we have seen 
the development of a variety of 
fast or Turbo loading systems. 
These are handy if you buy 
games to play but are of no 
practical value to people who 
‘want to develop large programs 
with only a cassette drive. Enter 
Arrow Plus. This program, 
amongst many other things, 
enables you to save and load 
programs at 1541 speed as easily 
as normal SAVE and LOAD. 

The cartridge is inserted into 
the user port and is active when 
you switch on. All commands 

re single letters prefixed by 
“Four fundemental com- 
mands are supplied for the 
SAVEing, LOADing, VERIFY- 

ig and APPENDing of BASIC 
programs at 3600 baud (about 
seven times faster than normal). 
There are also commands for 
the SAVEing, LOADing and 
VERIFYing ‘of blocks of 
machine code. The commands 
perform in the same manner as 
their BASIC counterparts 
except you are given the size of 
the code handled. To complete 
the suite of commands there are 
options for tape positioning and 
extra long headers. 

I performed a simple bench 
mark test to check the system 
out. Arrow Plus takes 43 
seconds to load a 16K program 
‘compared to 45 seconds using a 
1541 and five minutes 30 
seconds using BASIC. 

In addition to the speed 
facilities, there are a number of 
other useful facilities. First 
there are some toolkit 

commands including FIND, 
AUTO, RENUMBER, 
DELETE and number 
conversion. For machine code 
users there are a monitor and 
memory move and compare 
commands. 

The final section is a two pass 
assembler. This performs 
exactly as expected allowing the 
use of labels and the normal 
pseudo op-codes. Assembly is 
to memory which, when 
combined with the speed save, 

ill enable the assembly of large 
slices of source code with a 

jonal item in the 
package is a cassette based 
reverse-assembler. Whilst a 
disassembler simply allows you 
to examine code, a reverse 
assembler creates a source code 
complete with labels from any 
object code. You can then 
modify the source code and 
reassemble it. This is an 
extremely powerful tool which 
will be invaluable to serious 
users. 

In spite of the fairly high 
cost, this is a highly useful and 
powerful package which will be 
a life saver to those who cannot 
afford a 1541. AM. 

Price: £44 

Publisher: 
Services 

Stack Computer 

Address: Freepost, Bootle, 
Merseyside L20 0AB 

——_ 
Pavlov 48K Spectrum 

Foolproof Software, Battersea 
London 
Pavlov may be viewed as a 
game or as a utility. It is named 
after the Russian psychologist 
Pavolov, who was famous for 
his animal experiments. The 
cassette inlay explains the prin- 
ciples: “Use the Power of 
ultrasonics to bring your pets 
under software control;” it 
cries. 

The program uses the Spect- 
rum’s beeper to generate 
piercing tones, barks and 
squeaks audible only to 
animals. By modulating the 
signal, using principles dis- 
covered by Pavioy, it is possible 
to give commands to pets and 
pests at a range of up to 30 
metres. 

The cassette inlay suggests a 
number of uses for the program. 
These included pacifying fierce 
dogs, stunning fleas and clear- 
ing a lawn of moles. A complete 
sub-menu for the remote 
control of bats is included 
Complex actions, such as 
worming, may be performed by 
combining groups of simpler 
commands. 

The program is said to be 
compatible with cats, dogs, 
unexpanded mice and standard 
moles. We tested it on a range 
of moles and the neighbour's 
cat. The principle seemed 
effective, in that we were able to 
propel the animals away from 
the computer at various speeds, 
but we had trouble persuading 
them to return, using the 
“attract mode!” 
We found a few bugs while 

testing the package, but 
managed to drive them away 
using the ‘dispel ravenous 
monster” option on the main 
menu. 

Pavlov should bring lots of 
enjoyment to HCW. readers 
when it becomes available, on 
Ist April. ko. 

Price: £9.99 

Publisher: Foolproof Software 

Address: Battersea, London 

Any chess lover looking for 
something new with the 
challenge of chess should try 
Go; a game with its origin in the 
far’ east, which follows the 
traditional eastern emphasis on 
strategy with a military flavour. 

Go is a computerised devel- 
opment of an original game 
played with stones on a 13 x 13 

based upon occupying 
territory and capturing enemy 
stones, It is a powerful program 
for either one or two players, 
plus an option where the 
computer plays against itself. 
The program will only accept 
legal moves so_ beginners can 
experiment and let the program 
teach them how to play. 

Players start. with a blank 
grid and take it in turns to place 
markers at the points where the 
grid lines intersect; the main 
aim is to occupy ‘as much 
territory as possible and then to. 
capture enemy markers, or 
groups, by surrounding them. 

Markers of the same colour 
joined together along the lines 
of the grid are a group and can 
be captured when an opposit 
marker is placed on the group's 
last liberty point. Liberties are 
the adjacent intersections to a 

ingle or group of markers. 
Markers cannot be joined 
across diagonals to form 
groups. 

This is a fascinating and 
difficult game with many more 
intricacies than I have been able 
to mention but it occasionally 
“hung up" when | was losing. 1 
don’t know if this is a bug in the 
Program or just that the game 
refused to play with such an 
idiot. J.H.D. 

Price: £9.95 disc 

Publisher: Acornsoft 

Address: Betjeman Hse, 104 
Hills Rd, Cambridge CB2 1LQ 
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Front Line 
Here is yet another variant on 
the scrolling map, wargame 
scenario. You control a tank 
and are set the task of recover- 
ing supply dumps from thi 
enemy. The action takes plac 
on a group of islands, and you 
view the proceedings from 
above. The map of the islands is 
much larger than the screen and 
it scrolls in any of the four 
cardinal directions as required. 

The supply dumps are 
depicted by small grey rect- 
angles and they are recovered 
by driving your tank over them. 
All sounds pretty simple, eh? 
Well, the main fly in the 
ointment is the sundry enemy 
units, These range from tanks 
and line mines to aircraft and 
helicopters which fire homing 
missiles. There are even homing 
fireballs which emerge from 
holes in the ground and pursue 
you. Contact with any of the 
aforesaid na results in 
reduction of your armour. This 
protection can, however, be 
fecovered with each supply 
dump you rescue. When all 
armour is lost, you loose your 
one life. 

‘The graphics are clear and 
colourful and are generally 
adequate. The map shows ail 
the usual features of roads, 
buildings bridges, rivers and 
trees. The: use of sound is 
excellent with a nicely arranged 
piece of war movie mu 
droning along in the back- 
ground. The most_ irritating 
aspect of the game is that it’s 
appallingly addictive. 

This really is a case of — just 
one more go. My four year old 
son flipped over it, Overall, 
great value and great fun. M.W. 

Price: £7 

Publisher: Interceptor Micros 

Address: Linden Hse, 
Green, Tadley, Hants 

The 

Starwatcher 
The two parts of this program 
are supplied on separate 
cassettes, or alternatively on 
disc. 

Each is used independently: 
one asa course of instruction, 
the other a full applications 
program. 

Newcomers to astronomy will 
do well to access the instruction 
course before delving into the 
complexities inherent within the 
main program, 

Only one part of the learning 
process requires using the 
software. This concentrates on 
the student's ability to recognise 
the principal constellations. 

Requiring considerable con- 
centration, the time-proven 
method of instruction and 
practice followed by testing and 
revision is used throughout. 

Contained within the 50-page 
struction manual are further 

tutorials covering sky co- 
ordinates, constellation 
positions and star recognition. 
‘These do not require use of the 
software. 
Though beneficial, it is not 

obligatory to tackle the learning 
course prior (o using the main 
application program. 

This part of the software is 
essentially a menu-driven 
program, All the appropriate 
options are either on screen or 
may be scrolled through a 
window at the bottom of the 
sereen display. 
Occupying about two-thirds 

of the screen area is the star 
window. Through this, views of 
the star formations for any part 
of the sky, as seen from any 
earthy position are available. 

Provision is made for a series 
of views and a variety of 
magnitudes. Vital statistics 
relevant to the 300 brightest 
stars are listed within the 
instruction manual. 

The relevant information 
surrounding the star window 
leaves you in no doubt about 
just where in the heavens you 
are looking. 

Pricey, but pounds cheaper 
than a telescope. D.H. 
Price: 19.95 
Publisher: Amsoft 
Address: 169, Kings Rd, Brent- 
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The Snowman 
The beautiful book by Ray. 
mond Briggs is now a computer 
game. However they share little 
in common except for the 
central ideal of creating a snow- 
man. The game owes much to 
the current trend for running up 
and down ladders and avoiding 
nasties. 

If you can accept that, this 
game is a good version with one 
‘or two things to make it stand 
‘out from the crowd, Firstly it is 
well drawn using this com- 
puter’s colours fully as well as 
its sprite capability, Unfortun- 
ately it doesn’t vary much 
beyond the first screen as the 
layout remains the same whilst 
different baddies are added and 
the game becomes more 
difficult 

Animation is quite good with 
a very nice phase as the little 
boy drops into a bed wheeled 

by an angel. 1 did have 
difficulty in controlling the 
character. Using either joystick 
or cursor keys you have to take 
great care on ladders as 
dropping off puts you to sleep. 

The game involves running 
around to pick up snow 
avoiding the flames which will 
of course melt it. Taking the 
snow you have to drop it in 
place and see the snowman 
being built up. Later screens 
add scarf, eyes, mouth and so 
on. There are sleep monsters 
which must be avoided and 
presents to collect. 

Some nice Christmas tunes 
add considerable charm to the 
game. I was quite addicted and 
in spite of the difficulties 
managed the third screen before 
being sent to bed by my wife. 
This is a game that will melt you 
heart and endear itself to you. 

M.P. 

Pasttinder 
This game proves to be a bit of 
a puzzle, The cassette inlay 
burbles on about you being an 
explorer of unknown lands 

me is more 
of a shoot-em-up scenario, 

The screen gives a view from 
behind your ship — a 
whilst the landscape moves 
towards you. The feeling of 
motion is given by coloured 
bands which move down the 
screen. The landscape is littered 
with. weird walls which you 
must negotiate. 

The idea is to explore the 
many sectors of an area of 
terrain collecting artifacts. 
These must be delivered to 
bases and stations. Most of the 
areas have some degree of 
radioactivity and your ship will 
only tolerate a certain amount 
of exposure. The level of 
radiation can be reduced by 
shooting hovering crystals or by 
using some of your ship's pro- 
tection systems, To make life a 
little more interesting alien 
ships appear occasionally and 
endeavour to destroy you. 

Graphically this is a tour de 
force with smooth scrolling and 
marvellous animation. Shadows 
are used extensively to enhance 
the effect and everything oozes 
class, Sound on the other hand 
is passable, not outstanding, 

Notwithstanding the quality 
graphics, the game seemed to 
lack that special 

not enthralling. Another draw- 
back was the lack of turbo load. 
I'm surprised that Activision 
doesn’t use one on all its game 
At the price, rather too exper 

e and only a little better than 
AW. 

Price: £7.95 

Publisher: Quicksilva Publisher: Activision 

Address: Carlton Lodge, 16 
Carlton Cres, Southampton, 
Hants SOI 2EJ 

Address: 15 Harley Hse, 
Marylebone Rd, Regent Park, 
London NWI SHE 



Booga-Boo (The Flea) 
This game makes a refreshing 
change from the usual running 
up and down ladders. 

You area flea who falls to the 
bottom of some sort of pit. The 
undergrowth is lush and colour- 
ful but contains dangerous 
elements. Jumping to the left 
and the right you have to climb 
back up to the top and find a 
concealed exit to return to the 
plant surface. Your jumps are 
controlled by holdling down a 
key and watching a bar increase 
across the bottom of the screen. 
‘This is a strength gauge and can 
help you if you need to do 
repeated jumps. 

Careless jumping can land 
you in the grips of a flea-eating 
plant — amazing how it chews 
you up — a treat for the more 
blood-thirsty player! There is 
also a flying dragon which can 
stop your progress. One touch 
and it carries you off. 

The whole scene, including 
the animated characters, 
drawn in fantastic detail. The 
lurid colours of the ledges and 
vegetation of the undergrowth 
lend it a surreal quality which 
gives a horrific touch of realism. 

But there are drawbacks. 
Firstly it is a difficult game to 
master. The annoying thing is 
that as you get killed you restart 
by hopping about at the top and 
fall down automatically. This 
sequence is too long when you 
simply want to get on with the 
game. 

Secondly, the screen does 
tend to jump about as you hop 
up or fall down. The whole view 
just scrolls around you. This 
Very soon gave me and my 
family of players a headache. 
A challenging game which 

seemed to me quite a new idea. 1 
couldn't reach the top and can’t 
comment on what happens 
next, Marvellous graphics and, 
if you're willing to persevere 
through the scrolling. screens, 
good value formoney.  M.P. 
Price: £7.95 
Publisher: Quicksilva 
Address: Carlton Lodge, 16 
Carlton Cres, Southampton, 
Hants SO12ES 

Angelique: A Grief 
Encounter 

Gnarled soldiers of fortune 
speculating on their next 
escapade will find the 
precocious Angelique does 
much to their egos. 
A continuous rapport with 

the adventurer, full of 
delightful witticism, makes this 
text-only adventure a joy to 
play. The unblushing feminist 
viewpoint makes the going 
decidedly origi 

Female intuition and the 
capacity to understand the 
overtly female thought process 
are a distinct advantage. 

Distraught at having been 
parted in a plane crash from her 
darling Arnold Blackwood, our 
heroine has to extricate herself 
from the interior of an extinct 
volcano. 

After surmounting this initial 
hurdle the projected journey 
causes Angelique to squelch 
through swamps, cling to a 
mountain pass, trudge across a 
desert and creep cautiously 
through a ghost town. 
A heterogeneous assortment 

of articles needs to be collected | 
en route to Cairo, where the 
final romantic scene is | 
portrayed. 
Communication with 

Angelique is through six screen 
windows. The clarity of the 
standard character set, 
presented in mode 1, makes for 
easy reading. The very 
descriptive dialogue intensifies 
the imaginative scenari 
Adventuresome ladies will see 

it all through Angelique's eyes, 
having a marginal advantage on 
butch male chauvinists. 

‘The spirited challenge of this 
adventure generates lots of 
laughter throughout the 
hazardous journey, making it a 
festival of entertainment. 

‘Asking for assistance by 
pressing the Help key often 
provided a response more 
humorous than helpful, all 
adding to the enjoyment. 

Although the game can be 
saved to tape, annoyingly at 
present a bug prevents re- 
loading. D.H. 
Price: 6.50 
Publisher: Nemesis 
‘Address: 10, Carlow Rd, Ring- 
stead, Kettering, Northants 

Snout of Spout 
1 racked my brains for hours’ 
trying to think where I had seen 
the central character of this 
scenario, and I’m fairly sure 
that he first appeared in one of 
the Beatles’ films. Either way, 
Snout of Spout is well named, 
possessing as he does the kind 
of hooter of which fog horns 
are made. 

All you have to do is guide 
him safely through an Oggi 
orchard — Oggi sound as 
though they are more at home 
at a Max Boyce concert — 
ensuring that Snout is not 
caught by the Weavils, which 
could well be more painful that 
it sounds, 

Under your guidance he can 
climb ladders or slide down 
poles, and once he has collected 
all the Oggi in any one orchard 
before the timer runs out he can 
pass into the. Drabes caverns, 
Here you must help him to 
survive against increasing odds, 
avoiding pouncing spiders and 
Drabes’ bombs. If he is caught 
by the Weavils, he loses a life 
and must be reborn by a painful 
injection of serum — it says 
here. 

There are two skill levels, 
relating to the number of 
creatures to be encountered, 
and there is the generally 
pointless but often seen Hall of 
Fame for those scoring greater 
than 999 points. Despite the 
fact that keyboard scans are not 
debounced, leading all too 
easily to falling through menus, 
this is actually quite an 
interesting game, if you like this 
kind of thing. 

This needs Extended BASIC 
and has a joystick option. P.B. 

Price: £7.95 

Publisher: Intrigue Software 

Address: Cranbrook Rd, Ten- 
terden, Kent TN30 6UJ ‘e 

EN 

Poker 
After playing the excellent Strip 
Poker, I never believed that 
another Poker program would 
interest me. How wrong I was, 
This game doesn't have slick hi- 
resolution graphics but wins in 
other ways. You play a hand 
with six characters from the 
wild west era, each with 1000 
dollars. The ‘game is simple 
draw Poker with no wild cards. 
Each player takes it in turn to 
deal. 
Alter the preliminary rounds | 
of betting, you can exchange up 
to three cards before the final 
betting. For beginners, help on | 
each hand is available. First, 
you can ask the barmaid, Moll, 
for her advice. Second, the | 
machine will sort your hand | 
into the most promising 
sequence, if you wish. During 
the betting phases, you can 
select a number | of speed 
‘options. Whilst this helps move 
things along, you must select 
the speed each hand. 

The use of graphics is simple 
but effective. The cards are 
displayed using the basic 
Commodore characters but 
Jook quite acceptable. As the | 
players bid, their comments are 
displayed on screen. Most are 
amusing and certainly are 
displayed on screen. Most are 
amusing and certainly add to 
the flavour. Probably the main 
fault is the sluggish behaviour 
during the dealing process, after 
a time it becomes father 
irritating. 

The game plays a good 
standard of poker and the 
opponents are _ pretty 
formidable. They bluff 
effectively and it’s difficult to 
decide what they're holding. If 
you play this game, however, I 
Suggest you reserve an entire 
evening. Overall, great fun and 
more enjoyable than space 
invaders. MLW. 

Price: £5.95 

Publisher: Duckworth 

Address: The Piano Factory, 43 
Gloucester Crescent, London 
NWI 7DY 
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RB2 Tracker Ball 
For business and home 
computers alike, optomechanic- 
al devices such’ as mice are in 
Vogue at the moment. Tracker 
Ball from Marconi is one such 
device which has been produced 
for the BBC computer. It isn’t a 
mouse in the true sense 
Imagine a mouse laid on it’s 
back with you manipulating the 
ball to achieve cursor controls 
— that’s a tracker ball 

This tracker ball is a very 
solid construction which will 
probably outlive your Beeb 
‘The only connection necessary 
is via the BBC’s user port, and 
you can fit the ball in a matter 
of seconds. 

As is always the case with 
such devices, the software 
provided is ‘of paramount 
importance, and fortunately, 
the software which accompanies 
the tracker ball can be used in 
several ways: to substitute the 
cursor keys in programs such as 
Wordwise or as a joystick 
replacement for some arcade 
games. Finally Marconi has 
provided a utility which allows 

EKLY 26 March 1985 

Marconi RB2 

Work of art achieved with the Tracker Ball... 
you to include ball control in 
your own programs. 

Included in the software are 
an artistic program and a user 
defined character generator. 
The artistic program can 
produce pictures in two 

different ways. Firstly, there are 
screen pictures which ‘can be 
*LOADed into your own 
programs. The second type of 
pictures are stored as data in 
picture files. This type of 
storage permits you to squash, 



stretch, or enlarge your designs 
to produce unusual effects. 

All of the BBC’s graphics 
modes are supported, each one 
having it’s normal restrictions 
regarding the number of 
colours available. The drawing 
commands provided are 
standard: circles, squares, 
triangles, lines, fill shapes, etc. 
The only fancy routines are the 
airbrush method of applying 
colour, which is very good, and 
Tails, ‘which involves writing 
text to screen. The text appears 
to trail off into the background, 
giving a 3D effect. 

‘The character definer was 
somewhat less impressive. One 
notable bug was the failure of 
the program to flush the 
keyboard buffer. By holding 
down the ‘I’ key for a few 
seconds — ‘I’ being the 
command to invert the present 

Lumana Touch Pad 

Touch Pad 
Cumana is well known as a 
producer of high quality disc 
drives. I was therefore interest- 
ed to find out whether this first 
venture into the world of 
graphic input devices would 
reflect it’s pedigree: 

The Cumana Touch Pad, 
decked out in BBC cream, 
resembles a 13 x 17 cm wedge of 
cheesed. Installation of the 
device couldn’t be easier: one 
lead into the RS423 socket, a 
second on to the Beeb’s power 
supply socket for the disc 

character — the computer spent 
the next five minutes drawing 
and re-drawing the character in 
different ways. A minor fault 
but irritating. There were other 
such niggles associated with the 
art program. 

The Tracker Ball is a very 
sturdy device and with a little 
more polish on the software 
side would be a worthwhile 
purchase. IR. 

Price: £57.50 

Manufacturer: Marconi Elec- 
tronic Devices 

Address: Carholme Rd, Lincoln 
LNI ISG 

drives. Before disc drive owners 
complain, Cumana has used a 
plug incorporating a second 
socket, allowing both touch pad 
and drives to be connected 
simultaneously. 

‘Cumana describes the touch 
pad as a graphic input device 
which may also be used as a 
flexible numeric keypad, 
however software has only been 
provided for the former utility. 
The software is provided on 
cassette and consists of three 
programs. HELP is a file which 
describes the different drawing 

.and more Tracker Ball achievements 

Touch Pad handiwork... 

modes. PAD is the program 
which allows the touch pad to 
be used as a design tool. Finally 
we have PRINT: this program 
will load previously stored 
designs and produce a shaded 
dump on any Epson-compatible 
printer. 
The design program PAD 

uses MODEI, giving a high 
resolution display and the use 
of four colours. Ten drawing 
modes are available: these are 
displayed down the left hand 
side of the screen. 

To select a drawing mode you 

gently run the stylus down the 
left hand side of the touch pad. 
Each option in turn will be 
ighlighted in yellow as the 

stylus moves down the pad, 
when the required option is 
highlighted the user presses a 
key on the pad and the drawing 
mode will be selected. Colours 
are displayed down the right 
hand side of the screen and are 
selected in the same way. 

Drawing modes include all 
the usual options, e.g. dots, 
lines, rubber banding, 
rectangles, circles, and brush 
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strokes. Shape filling is the first 
of the software’s limitations. 
Only rectangles and circles can 
be filled, and there is no facility 
to fill any irregular shapes. 
Secondly, brush strokes may 
only be of one thickness, and 
can’t be varied. 

The accompanying manual 
describes the format of the 
information required and 
transmitted by the pad. This is 
most useful should you intend 
programming the pad yourself. 

The Cumana touch pad is a 
very compact and professional 
piece of equipment, but at a 
price tag of £70 would take a 
look at the AMX mouse before 
parting with your money. J.R. 
Price: £69.95 
Manufacturer: Cumana 
Address: Pines Trading Est, 
Broad St, Guildford, Surrey 
GU3 3BH 

Get more out of your BBC Microwiththe 

New Marconi RB2 Tracker Ball 
Marconi's new Tracker Ball is superior to either _ It's perfect, whether your micro is your 

‘a mouse or joystick and is easier to use. hog oe hobby, an educational tool or a source of low 
‘The RB2 design incorporates = cost CAD/CAM applications. It's ideal for 
Marconi’s vast experience in ( -) a word processing and games too, and unlike 
making Tracker Balls for Air amouse needs no regular cleaning. 

Ifyou're a Commodore or 
Spectrum user don't despair. There 
will be a Marconi Tracker Ball for 
you coming out in the Spring. 

For full details please 
complete the coupon. 

"£59.50 
Ashton Lodge, Ashton Road, 
Dunstable, Beds. LU6 INP 
‘Tel: 0582 61283, 
Please send details of the new 
Marconi Tracker Ball 

‘Traffic Control and professional 
equipments which demand 
maximum performance and reli- 
ability. It is drift free and gives 
more precise positional control — 
the cursor position on screen relates 
directly to fingertip movement on 
the ball. The three push buttons 
normally control the delete, return and 
copy functions but you can also assign 
your own functions to the buttons. 

FREE! 
ZS Utilities Program. 

SF Graphics Program for tape or disk. 
u Micro Draw Program on floppy disk. 

Name: 
Address: 
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This week 
Spectrum games 
come under the 
microscope. 
Our expert 
gives his 
informed opinion 

1984 HI-SCORE 

984 was the year that the 
pundits said would see the 
demise of the Spectrum! It 

was also the year when Uncle 
‘Clive denied he was bringing 
‘out a Spectrum with a decent 
keyboard (perhaps he was 
telling the truth after all, have 
your Spectrum + keys fallen 
‘out yet?). 

‘The most remarkable thing 
has been the volume of software 
released. Even companies with 
much loftier thoughts than the 
humble Spectrum, have reached 
imo their cupboards for the 
conversion kit in an attempt to 
jump on the Spectral Band- 
‘wagon and print some money. 
Sadly, most of them did more 
for ‘out of work Z80 
programmers than for 
Spectrum fans. 

None the less, all those 
money saving hardware dodges 
built into the machine to keep 
the price down, which were 
complained about in the serious 
mags two years ago, have fallen 
by the wayside in the face of 
some stunning work by really 
clever programmers dedicated 
to the machine. 

Worst Taste 
Starting in peverse order with 
the worst taste award, the 
strongest contender _must_ be 
"The Quest for the Holy Grail 
from Dream Software, featur- 
ing as it did a preponderance of 
slimy green nasal substances, 
and lunatics wielding VIC-205 
in anger. 

Most Original 
The most original award goes to 
Deus Ex Machina from Auto- 
mania; thought provoking, and 
trail blazing, with its accom- 
panying audio track, proving as 
it does that games aren’t all 
about zapping, ard that a Casio 
keyboard might lead to a great 
symphony (one day). Eat your 
heart out Vangelis, Mel 
Croucher rules! 

Best Utility 
sis Software is nominated 

twice, first for the Best Utility 
award with White Lightning, 
the amazingly complete, but 
complex, graphic games writing 
suite. Second for the Most 
Amazingly Complex Program 
award. (Did anyone write a 
whole game using it yet?) 

Special Award 
A special award from the Guild 
of Joystick and Keyboard 
Manufacturers goes to Daley 
Thompson’s Decathlon for 

services rendered. In return, 
Daley is reported as making a 
substantial contribution to 
medical research in the field of 
joystick wrist! 

Platforms and Levels 
A controversial winner in the 
best platforms and levels 
section is Frank N Stein from 
PSS, one of the most neglected 
games of the year, good 
graphically, you need thought 
to play it. Sce it, if you haven't 
already. 

Best Graphics 
Best graphics is a crowded 
category. Hill-Macgibbon must 
feature strongly with Rally 
Driver, Yacht Race, and Run 
for Gold written by Fiveways, 
scoring just ahead of 
Pyjamarama from Mikro-Gen, 
which lacks originality of 
concept. Hill Macgibbon also 
deserves great credit for giving 
all Spectrum owners the 
opportunity to save their 
excellent games to Microdrive, 
instead of struggling with back- 
up copiers. 

Biggest Hype 
Biggest Hype of the Year is 
similarly strongly contested. 
A.T.R.A.M. (Advanced Tacti 
al Reconaissance and Attack 
Mission) comes in the biggest 
package of the year, with the 
best colour sleeve, though 
Spectrums and their owners 
have been known to fall asleep 
playing it, such is its inherent 
excitement. Numbers of 
unsuspecting parents have been 
feeling a distinct pain in the 
wallet from its £19.95 price tag. 
too! Meanwhile, over at Acti- 
vision, specialists in crdmmy 
conversations from the CBM 
64, Pitfall Il, Beamrider, and 
Ghostbusters take the biscuit. 

‘Space Game 
To be fair to Activision, the 
recent Space Shuttle simulator 
is excellent, beaten only by 
Braxx Bluff from Micromega as 
the space game of the year. 
Braxx features excellent sound, 
storyline and) graphics, with 
enough to do to keep you 
hooked for a very long time, 

Worst Program 
The dubious distinction of 
being worst program goes 
emphatically to Webco's Words 
and Letters, an educational 
offering. Not only does it crash 
with Microdrives connected, 
but features spelling and 
grammatical errors, in the areas 

it purports to teach youngsters 
how to cope with. It was, 
however, challenged strongly by 
Thriller!’ (now where have I 
heard that title before?) from 
Amazing Games, amazing only 
in the respect that it’s an 
adventure that won't let you go. 
North, South, East or West, 
and Havoc from Dynavision, 
which flickers, crashes 
crawls across your scree 
time low in aircraft/missile 
games. 
Best Adventure 
1984 also saw the release of 
multitudes of adventure games. 
Not being a masochist makes it 
difficult to pronounce. Certain- 
ly, the most enjoyed was Blade 
the Warrior from Cable, by the 
look of it, written with the 
Quill. The’ prize for the best 
graphics should go to the Quest- 
probe series featuring The 
Hulk, and Spiderman. At least 
it gives you something good to 
look at whilst failing miserably} 

Best Game 
Best game of the year isi@ real 
toughie, but finally comes down 
to a choice of two, each of 
which deserve an award in the 
graphics department, but are 
also. distinguished ‘by their 
sophistication. Helicopters are 
in at the moment, witness all 
those technical "Lego kits 
bought for Christmas. For me, 
the pick of the bunch is Cyclone 
from Vortex, featuring superb 
shadow graphics, good sound, 
compelling plot, and_ tricky 
handling. It’s a game I return to 
time after time. Narrowly 
beating it is Match Day from 
Ocean, I know there have been 
other “soccer games for the 
Spectrum, but the quality of the 
Match Day graphics, and the 
sophistication of the player 
controls leave others standing. 
Mind you, a lot a practice 
needed to become really adept. 

Reviewer's Special Award 
Finally, the reviewer's. special 
award’ goes to a program 
released in 1983, but which is 
destined to be discovered by a 
whole host of new Microdrive 
owners after Christmas. 
Tasword Two: The Word 
Processor opens up a whole new 
world on the Spectrum, and 
without which, I for one would 
be lost. 

A_ good year for Spectrum 
software, but I guess that the 
best is yet to come! D.M. 
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THE LAST WORD 
a7 

AMSTRAD 
A 

Here's the last part of David Ellis' series on RSX words 
for the Amstrad. Now you should be totally fluent 

aving created the new 
words RIGHT, LEFT, 
UP, and DOWN on the 

AMSTRAD, here are three 
more words to add to the power 
of your graphics. 

BOX (listing 15) 
BOX will draw squares or 
rectangles in whatever PEN 
colour is required. The syntax 
of BOX is: 

'BOX (,Pen number), width of 
box, height of box 

‘As with the line drawing words, 
the Pen number (or colour) is 
optional and can be omitted if 
no change of colour is required. 
The height of the box is drawn 
on the assumption of a vertical 
resolution of 400 pixels, 
although the actual resolution is 
200. To draw a red square of 
100 pixels, although the actual 
resolution is 200. To draw a red 
square of 100 pixels size in 
Mode @ would need the 
command: 

'BOX , 3 + 100, 100 

The bottom left hand corner 
of the box will be at the current 
cursor position, which will not 
alter once the box has been 
drawn, Rectangles of any width 
and height can be created 
accordingly — especially useful 
for bar charts. The following 
program will draw a series of 
ever diminishing rectangles in 
each of the 16 colours of mode 
0: 

10 MODE @: HEIGHT = 390 
:COL = 6 

20 WIDE = 630 : WHILE 
WIDE <0 

30 IBOX,COL,WIDE, 
HEIGHT 

40 COL = COL +1: 
50 WIDE = WIDE - 8 : 

HEIGHT = HEIGHT - 4 
60 MOVER 4,2: WEND 

There is little point in 
dwelling on the numerous uses 
of BOX, so let’s have a look at 
the word SOLID. 

one (listing 16) 
fe BOX which draws the 

outlive of rectangles, SOLID, 
as it’s name implies, draws solid 
rectangles in the specified PEN 
colour. It’s syntax is: 
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ISOLID (,PEN Number), width 
of rectangle , height of 
rectangle 

The parameters take the same 
form as for BOX. The main 
difference lies with the cursor 
position, The othér words are 
drawn from the current 
graphics cursor. SOLID must 
be drawn from the current 
ORIGIN position, so if you 
have used any other drawing 
commands then remember to 
set the ORIGIN to the position 
where the SOLID is to be 
drawn. Once the SOLID has 
been drawn, the current 
ORIGIN will be one line above 
the top left hand corner of the 
solid drawn, Further sol 
could then be drawn from this 
position without the need for 
resetting the ORIGIN. For 
example: 
MODE 0 : ORIGIN 2000 : 

ISOLID,9,200, 100 
This will draw a 200 by 100 
yellow solid. Now try: 

ISOLID, 13,100,50 

This will draw a 100 by SO green 
solid from the top left position 
of the yellow solid, Finally try: 

ISOLID, 14,10,100 

This will draw a flashing blue/ 
yellow ‘pole’ on top of the 
green solid. Good use can be 
made by this ORIGIN 
movement to draw different 
shapes. 
A triangle could easily be drawn 
with: 

10 MODE 2 : ORIGIN 300.0 
20 FOR X = 200 TO 1 STEP 

-l 
30 ISOLID,1,X,1 : NEXT 

The PEN has been set to 1 
(bright yellow in mode 2), as the 
current plotting colour (if you 
ran the previous program) is set 
to 0, Why? The last PEN used 
in mode @ was 14. Mode 2 can 
only have two Pens — @ and 1. 
The current PEN is masked to 
bring it within range for the 
present mode — hence 14 is 
masked and becomes @, which is 
the background colour. Any- 
thing drawn in background 
colour is ‘invisible’, so if the 

PEN value in line 30 had been 
omitted you wouldn't see the 
triangle even though it had been 
drawn, 

Specifying the Pen number 
200 times in the loop is not good 
practice, so the new word 
COLOR has been made (listing 
17). The syntax of COLOR is: 

ICOLOR , PEN Number 

This could be used to create a 
slightly different version of the 
last program! 

10 MODE 2: ORIGIN 300,0 : 
ICOLOR,1 

20 FOR X = 1 TO 100 
30 ISOLID,X,1 : NEXT 

The colour is set in line 10 once 
only, resulting in a slight 
increase of speed (it all helps!), 
One problem with SOLID is 

that the user ORIGIN is diffi- 
cult to determine, Unfortun- 
ately, Amstrad’s BASIC does 
not have a command to return 
the value of ORIGIN — only 
XPOS and YPOS which return 
the graphics cursor position, 
The user ORIGIN can be 
obtained from machine code by 
CALLing &BBCC in the 
jumpblock, which returns with 
the X co-ordinate in the DE 
register, and the Y co-ordinate 
in the HL register. However, 
for a change I shall use a 
BASIC routine to get at these 
values. 

The X co-ordinate is held in 
memory at 45864/45865, and 
the Y co-ordinate at 45866/ 
45867. Two FUNctions can be 
DEFined to return these values: 

10 DEF FN XORG = PEEK 
(45865)*256 + PEEK 
(45864) 

20 DEF FN YORG = PEEK 
(45867)*256 + PEEK 
(45866) 

Note that unlike most 
BASICs the funtions do not 
require an argument in brackets 
after the name — in this case 
they are not required anyhow. 
The X and Y ORIGINS are then 
returned by FN XORG and FN 
YORG. These can be lused just 
like any variable — for 
example: 

30 MODE 2 : ORIGIN 200,06: 
ICOLOR,1 



= 1TO 100 40 FOR X = 
IGHT, 200 i 

Py ‘ORIGIN FN XORG + 
FN YORG + 1 

. Or and you get a parallelogram, 
try: 

0,0 0: ORIGIN 0, 
rd PORX = 1 TO 50: IBOX, 

X,300,60 

48308 cp> JE2 we theres 5? 
ERDAIR Z asses SF 

Mode 6. &83DCCP 3 
there thy 

MMOD: by the way (which is| | SEIBCCE ics) $3 ‘0 accumulator 

1 STEP] tt by the way (wi i &83DF LD 
colour 19 

40 FOR X = 200TO 
MOD, soned’ ie ct spe Aue spBDECD DE append Set colour 

koupxi 1! eecaln gees De cre asses CALLS a frente 

LID,X, 
i ivision. Thus: BEAIBSL ay Teister 

i QRIGINTN onc + 1 min 1) [Ses De i 

° rNyORG 
as = aie anEe RG Baro ished — RETURN 

IEC 
if So, then finished — 

70 NEXT 
remus a ealerees sneg Ret? a & save BC count 

line SO draws a 34 MOD 6 = 4 ( 
SREELDHLG S$ gg ¥ offset 

In effect, RIGIN is then remainder 4) 
SRF PusH be 2h Give DE (a0. of pixels) 

ingle line. The OR tin ine 60} re 
BEF CALL &BBF9 Cory ap draw line relaine 

ees place right ‘ pare 
Ee Fs CALL BBBCCCD Cc Rage ‘ORIG 

m 
+ 

i 
S3F8 1 

‘ext line up. 

by the FIN sea prrami Pate Sealy Be eed one tan Pop BBC9 Cb co pp eX ORIGIN 

the end reeuae s Dae 10 and 20 pore coe a a E83FC Pop pp? CD Festore DE (10. of pixels 

these five are yourself. Es Tee ie Renee toe FOPOP Bc  C! restore count 

Channing ti | or ee ti | al 
‘Changing the oy line $0, will the ining the six new rar ually || 4: 

jump 

Har Orr Neate rod Pla ds (+ COLOR), virtually 
roduce a taller pyri wor hape can be creat Riso 
arnt rion combos re ee tive values 

seat eal waka of thee 
we from apart 
hich dove ot tke the 
“IRIGHT,-100_ woul d there: 
fore draw a line to the left and 
LEFT.-100 would draw ne 
{othe rights Whom used in 
loops, with different ORI ain 
eaieea tal cas be gery aoetal 

IN FN XORG + X | What happens with a negative 50 ORIGL 
MOD 20, FN YORG + 6 

60 NEXT 

This draws a pattern of boxes in 

Machine routine for BOX Adéres Meemonie op Codes Comment 88398 Cp SF2 wetherstea parameters? 
Bares IR Zaaras SF? are OyetS colour subroine 

&839C Cp 3 CE? are there nook Parameters 
A8I9E RET No 

Feturn if not 
4839F LD Aix 4 4) OP FE 4 Pen colour to accumulator 
£842 CALL anppe ed DE BB ERAS CALL asaos BB 95 82 SHAt LD Hig SI 09 SRABCALL Spry 21 FOB SRAECALL agios” CP 95 SBI LD DE, oe BS CALL &BBpy Ul Fp $8387 CALL agzos” CP 95 82 SHBALD Hig» $0: G SasBD SBC Hi-De Bh! 82 SBBF LD pr EI 8830 LD EL sD S8Ci LD Hig — 3P, HL = zero ¥ offset 

SEC CALL &ppo 2 BB draw tine reign (LEFT) 
S83C? CALL asags” CP 95 82 ‘restore parame 
SBSCALD Bap 

transfer Hi. 
&83CB LD ci’ 4D {0 BC register 
SBCCLD Hig $f 4g HL = aer0 ¥ oftce 
SECF SBC Hine ii G  cakulate neguene” offset 
SOLED DES Ft 7,270 X offset 
3DY GALL &BBFo Cp" BB draw line relate @owny 

[48307 RET o done 

=| 

2 BOX though? ; ee ee 
ourself — "the perm 
dre endless, 

8s ~ 
‘OF OFF in program, 

= 
resep’ PEN and PAPER = seen SaDhIcs parameites 

CLEAR 
~ turnectee Memory to ser y 

CASON 
= {MINS cassetie motor Ot 

CASOF 
~ mums Cassette motor ONE 

WAIT 
Sumber 

Waits number * 1/9 
LROM + address ,@RoMe, 

ROMS, ROM vale tg Rome, 
UROM address. @Rome, 

Feturns upper 
DROLL 

~ Scroll SSR down by & pixel 

UROL 
~ Scroll screen up by § pixels 

ZERO Ader OF bytes start Address 
710 given number of bytes 

Move 
aliumber of bytes , destination , source move bytes from... to 

Orrser 
ETS 

GHW STEEN ofset to OFFSETS, 
RETOFFSET 

 oftser Value 
sets Offset 

RIGHT J number OF Pltels (colour) draw line right 
up 

umes” of Pixels (colour, draw line up 
Down | number Of Pixels (colour) draw line down 
LEFT ( colons) OF Pies (colour) a line down 
Box 

<SlOUr) . width » Beige draw rectangle 
SOLID 

PENT? « width ; height draw solid recta 
[©0tor 

PEN num 
St BraPics plotting colour 

fe,there one parameter? t 
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)\COLOUR AND SOUND 

ON THE SPECTRUM 

i q 5 

seri Colin Wilton-Davies looks at 
some more aspects of Spectrum 
BASIC 

At the end of the second 
part of this series, I 

suggested that ‘we 
should next look at colour and 
sound on the Spectrum, so let's 
start with some colour. 

Switch on the Spectrum, 
press the B key, and the 
keyword BORDER ‘will appear 
on the screen. Now press 2 and 
ENTER (in future, let's save 
words by saying ‘Enter 2"), and 
the edge or border of the screen 
will turn red. The BORDER 1 
command will turn it red. If you 
look at the top row of keys ona 
Spectrum, you will see the 
names of their associated 
colours above them, at any rate 
above keys 0 to 7. The number- 
ing system is beautifully logical. 
Colour on your television is 
made by varying the 
proportions of red, green and 
blue, which are numbered 1, 2 
and 4 respectively. If you want 
to mix these primary colours, 
add their numbers together 
(yes, I do mean add. We're 
dealing with lights adding 
together, not with paints which 
subtract’ light). Mix Red and 
Blue; the sum of the numbers is 
three, the number below 
Magenta. The command 
BORDER 3 gives a magenta 
border. Red plus green plus 
blue gives the answer seven, 
which is white, and if you don’t 
have any light, the answer is 
zero for black, as you would 
expect. Lets: do a short 
program: 
100 FOR c=0to7 
110 BORDER 
130 NEXT c 

RUN this, and you may see why 
line 120’ is missing! It all 
happens much too fast to 
follow, so we must slow it 
down. ‘One way of doing this is 
to insert 

Page 22. HOME COMPUTING WEEKLY 26 March 1985 

120 PAUSE SO 

and the colours will cycle at 
‘one-second intervals. I'm not 
going to tell you where to find 
keywords on the keyboard any 
more, as it takes up space from 
more’ interesting things. The 
number after PAUSE is the 
number of mains cycles that the 
computer PAUSES for. In the 
UK, each cycle is 1/50th 
second, 

‘As well as being able to 
change the colour of the 
BORDER, Spectrum BASIC 
will control the colour of the 
background or PAPER and the 
foreground or INK. This isn’t 
quite so straightforward. If you 
EDIT line 110 to read 

110 PAPER c 

nothing happens on the screen 
when you RUN. PAPER and 
INK colours will only change 
when they are used for 
something. Insert 

115 PRINT “‘Hullo” 

and you will see the PAPER 
colour changing over limited 
areas. The top line will be hard 
to read, as it is written with 
black INK on black PAPER! if 
you want to change PAPER 
over all the screen, try 

115 CLS 

instead. CLS is short for CLear 
Screen, and you can see why. 
Change two lines again: 

110 INK ¢ 
115 PRINT “Hullo” 

You will sce the effect of 
changing INK. You may think 
you only have seven lines of 
output, but the eighth is white 
INK on white PAPER. This is 

what you'll be left with when 
|. your program finishes, which 
makes it hard to see the listing. 
Put in another line (you'll be 
able to read it while you key it 
in, until you ENTER): 

9998 PAPER 7:INK @:CLS 

RUN, and this time you will be 
able to see the listing when all is 
done. This is a useful line to 
have at the end of any program 
which alters colours. If your 
text disappears, the command 
GOTO 9998 is ‘a quick way to 
get it back. By the way, notice 
that program lines can have 
more than one command as 
long as they are separated by 
colons, 

I just said “‘at the end of any 
program”, but you can actually 
have one line after it, These two 
lines are very useful at the end: 

9998 PAPER 7: INK 0: CLS: 
STOP 

9999 INPUT “SAVE as file ""; 
f$: SAVE fS: PRINT 

“Rewind and Replay” 
: VERIFY f$ 

SAVE just these two lines u 
some such name as “toolkit 
save typing them out agai 
Before you start writing a new 
program, LOAD “‘toolkit™; if 
you are editing an existing 
program, the lines will be 
SAVEd with it. That last line 
makes it easy for you to avoid 
the classical programming 
tragedy of losing a morning's 
work when switching on the 
Hoover corrupts the computer's 
memory. 
GO TO 9999 every 15 

minutes or so. Use a short 
filename which includes a 
number, and increment that 
number every time. That way, 
you can only lose 15. minutes 
worth of work, and you can see 
from the filenames which is 
your latest version. If you're 
lucky enough to have a Micro- 
drive, the last line should be 
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Commodore 64 
Basics 

This book is subtitled ‘a self 
teaching guide’ — it isn’t quite 
programmed learni 

but it has que: 
yourself on at frequent intervals 
with the answers given under- 
neath. 1 would have preferred 
the answers to be further away, 
or at the very least to be printed 
upside down, to reduce the 
temptation to cheat, but if you 
have sufficient self’ control to 
cover them up and work the 
problems out for yourself no 
doubt the system would work 
well, 

it’s an American book, which 
explains but does not excuse the 
exorbitant price, and it contains 
a few irritating Americanisms, 
such as ‘math’ instead of 
‘maths’, a few inaccuracies — 
the advice to tune your 
television to channel 3 or 4 for 
instance — and a few misprints. 
BASIC programming is fairly 

well covered, with chapters on 
flowcharts, binary maths and 
programming style as well as the 
inevitable sections on graphics 
and sound. Each topic is 
illustrated with lots of short 
routines and programs. There is 
a useful chapter on datafiles, 
and there are all the usual 
appendices, mainly duplicating 
information given in the 
manual. This book does not 
cover assembly language or 
machine code. 

If you work conscientiously 
through all 400-pages, you 
should learn enough to enable 
you to write short programs for 
yourself. It’s a slow, gentle way 
of learning, which will no doubt 
suit many people who have been 
frightened off by the hectic pace 
of Commodore's own manuals. 
Pity about the price, though. 

MN. 
Price: £16.75 
Publisher: Wiley Press 
Address: Baffins Ln, Chiches- 
ter, West Sussex POI9 IUD 
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The Adventurer's 
Companion 

Mike and Peter 
Gerrard 

The Spectrum 
Adventurer 

Mike Gerrard 
There's no doubting the 
popularity of adventure games 
Although, with the exception of 
the Hobbit, they don’t seem to 
make the charts regularly, they 
obviously have a iarge 
following; witness the growing 
number of magazine articles 
dedicated to them. 

Adventuring is clearly an 
obsessive thing. Once caught, it 
grows on you, a bit like 
athlete's foot! But catching the 
bug is tied up with getting off 
the ground, and that’s quite 
difficult if you're new to it. 
Similarly, once you're stuck in 
the middie of an adventure, it’s 
very frustrating to reach an 
apparent insoluble problem, 
and have no-one to turn to save 
the magazines. And odds on, 
they won’t be dealing with the 
‘one you're stuck with! 

These offerings from Mike 
and Peter Gerrard are more 
than welcome therefore. The 
Spectrum Adventurer deals 
with Snowball, Twin Kingdom 
Valley, Urban Upstart, and 
various implementations of The 
Hobbit, Colossal Cave 
Adventure — also known as 
Classic Adventure or Adventure 
1 on the Spectrum — 
Adventureland, and Pirate 
Adventure, notably on the 
Commodore, Spectrum, and 
BBC. 

Mike and Peter are obviously 
fans of the genre, and as a 
result, although they claim to 
hae given 100 per cent solutions 
to each game, the books are 
written in a way which doesn’t 
spoil the fun! A full map of 
each game is given at the back 
of the books if you really want 
the whole thing given away. 

The main entry for each 
game, however, is in the form 
of an alphabetical list of 
problems. Given this structure, 
it means that you can play the 
game yourself, then when you 
get stuck you can refer to the 
particular problem and see it's s 
solution without spoiling the 
remainder of the game. If, of 
course, you wish to bash 
through the whole thing, then 
all you need do is follow the 
map, looking up each problem 
as it arises, though this really 
isn't cricket chaps! 
One of the best things about 

these volumes, apart from the 
excellence of the information 
the style in which they are 
written. The authors’ love of 
this type of game comes 
through time and time again, 
as, with a liberal helping of wry 
humour, they point you gently 
in the right direction, Indeed, 
the authors of the adventures 
themselves come in for a quick 
dedication as Mike and Peter 
write: *...without their imagina- 
tion and efforts we would both 
have been free to spend a lot 
more time down the pub.’ 

You may argue that to use 
such volumes is cheating, but, 
given their structure, this is no 
more a valid argument than 
saying that talking to a friend or 
reading a magazine is cheating. 
Mike and Peter not only reveal 
the secrets but aid your appreci- 
ation and understanding of 
what makes a good adventure 
tick. A welcome addition to the 
bookshelf at a very reasonable 
rice. D.M. 

Price: £3.95 

Publisher: Duckworth 

Address: The Old Piano Fac- 
tory, 43 Gloucester Crescent, 
London NWI 



Exploring 
Adventures on the 
Amstrad CPC464 
Peter Gerrard 

Peter Gerrard, the author, 
starts out by defining adven- 
tures and how they started, then 
delves into the background of 
the original Crowther and 
Woods’ Colossal Cave, and 
Scott Adams, the self crowned 
king of the genre. Further 
details follow about the settings 
of various types of adventure, 
then on to the business of 
writing them yourself using 
Locomotive BASIC. 

This well-written section 
appears to assume no prior 
knowledge, but explains 
carefully how to program the 
various input checking routines, 
the string slicing, and the setting 
up of the data statements which 
will hold the meat of the setting. 
At the same time, the 
development of your adventure 
concept is discussed, and the 
idea of design using a map is 
introduced, together with some 
nifty info on constructing 
mazes — no wonder I’m 
hopeless at finding my way! 

Following this are the listings 
and maps for three adventures 
using the structure taught, 
together with a blow by blow 
account of how they work. 
Finally, the listings are shown 
complete if you want to bash 
them in all in one go. 

These are the three 
adventures on the tape which is 
available separately from the 
publishers... and they ain’t 
easy, even if you can have a 
sneaky look at the map! Peter 
has some interesting things to 
say about graphics in 
adventures, and I tend to agree 
with him, Text is best... 
provided that it’s well written. 
Perhaps the most. impressive 
thing about the tape is the speed 
of Locomotive BASIC; it really 
does go like a train! D.M. 

Price: £6.95 (book) £7.95 (tape) 

Publisher: Duckworth 

Address: The Old Piano Fac- 
tory, 43 Gloucester Crescent, 
London NWI 

Machine Code 
Extensions for 
Spectrum BASIC 

Rob Banks 
This little gem gives you the 
equivalent of BBC BASIC and 
more, in about 4K, with or 
without Interface i, and a 
complete explanation as to how 
it’s done. This isn’t a beginners’ 
guide, but if you buy the book 
and have a bit of patience, you 
can finish up with a real insight, 
and a very extended BASIC. 

For your money you get 
PROC-DEFPROC-ENDPROC 
REPEAT-UNTIL, WHILE- 
WEND, IF-THEN-ELSE, DEL 
RENUM, FREE, REMKILL, 
together with a whole host of 
rolling, colouring, under- 
ining, user graphics, caps 

checking and sound commands; 
about 40 new keywords in all. 
There's also a clever way of 
speeding up the Spectrum's 
response to these new 
commands. 

Using an assembler, or the 
hex loader program provided, 
you bash in the code, which can 
then either be saved to tape or 
Microdrive. The net result is a 
very structured BASIC of the 
sort that the critics rave about, 
which will allow you all the joys 
of structured ‘top down’ 
programming without the need 
to resort to a new machine. The 
only snag I can foresee is that 
the code sits in the area of RAM 
which is generally used by 
Centronics type printer 
interfaces, and toolkit 
programs. You must choose 
which is the more important. 

All the programs and 
machine code routines from the 
book are available on the 
accompanying cassette from the 
publisher, and the two together 
cost less’ and do more than 
many so called extended 
BASICs. Magic! D.M. 

Price: £6.95 (book) £3.95 
(cassette) 
Publisher: Hewson Consultants 
Address: S6b Milton Trading 
Est, Milton, Oxon OX14 4RX. 

Impossible Routines 
for the 

Commodore 64 
This book will probably be of 
use to those familiar with 
machine code. For that reason I 
was rather disappointed with 
the contents. 

Most of the routines in the 
book are variations on 
previously published routines, 
in some cases going back to the 
days of the early BK Pet. For 
example I remember getting 
excited about the merge routine 
on the first Pets because there 
was no software around. Nowa- 
days with plenty of cheap 
utilities available, it looks 
decidedly dated 

The book starts by giving a 
listing of the classical machine 
code monitor, Supermon, as a 
BASIC program with a brief 
explanation of it's commands. 
Chapter five is basically a 
reference guide to the kernal 
routines and there are over SO 
pages of appendices giving 
memory maps, ASCII codes, 
etc as found in most reference 
guides. The more interesting 
stuff lies in the other chapters. 
Chapter two discusses 

program protection. Although 
there is little new here the odd 
paragraph may answer your 
unsolved problem. Chapter 
three is a hotch potch of well 
known utility routines. Chapter 
four is the one I went straight to 
as it’s about using an FX-80 
with the 64. 

Unfortunately all it contained 
was just over one page of text 
and a standard program to 
download the Commodore 
character set. No mention of 
interfaces, which port to use, 
hi-res screen dumps, etc. 

This book is not for the 
advanced user but the novice 
who hasn’t been reading 
magazines for the last two 
years. Lc: 

Price: £6.95 

Publisher: Duckworth 

Address: The Old Piano Fac- 
tory, 43 Gloucester Crescent, 
London NWI 7DY 

The Anatomy of the 
1541 Disc Drive 

This is a comprehensive book 
on the 1541 disc drive aimed at 
the advanced user. A few 
months ago it was being sold at 
over £14, at the new price of 
£8.95 it's very good value. 
There are over 150 pages listing 
the disc ROM. If you're after 
this sort of information there is 
no other easily obtainable 
source. 

Despite the price of the book 
there is no index. This would 
normally condemn it in my 
eyes, if a book has no index 1 
put’ it back on the shelf. 
However, this book does 
contain unique information. 
The amazing omission in my 
View is that it doesn’t tell you or 
discus what sort of disc you 
need to purchase. This might be 
important because the latest 
gossip is that double density 
discs are inferior to single 
density on a single density 
drive. Most shops sell double 
density. 

The book explains the disc 
commands and goes into more 
detail than most books. I would 
have preferred more 
importance attached to the 64 
wedge program. This simplifies 
the disc handling so much that 
there is little need to use the 
longer commands. 

It was nice to see a section 
explaining the use of the 
program supplied on the TEST/ 
DEMO disc. There were com- 
prehensive sections on direct 
utility programs. I picked up a 
lot of useful information from 
this book, my favourite being 
how to protect a file on the disc 
so it can't be scratched even 
though there is no write protect, 
tab in place. 

Buy the book to find out. It’s 
the best book on 1541 discs so 
far. Lh 

Price: £8.95 
Publisher: First Publishing 
Address: Horseshoe Trading 
Est, Pangbourne, Berks 
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HELP FOR ADVENTURERS 
Are you vexed by VALHALLA, hopeless with THE 
HOBBIT, flummoxed by PHILOSOPHER’S QUEST 
or stumped by SNOWBALL? The following books 
could save you many sleepless nights! 

Each book provides 100% solutions and complete maps for the 4 
adventures covered. The solutions are written in such a way as not 
to divulge the other secrets of the game. 

THE ADVENTURER’S COMPANION 
by Mike and Peter Gerrard £3.95 

Covers THE HOBBIT, COLOSSAL CAVE ADVENTURE, ADVEN- 
‘TURELAND and PIRATE ADVENTURE. 

THE COMMODORE 64 ADVENTURER 
by Bob Chappell £3.95 

‘Covers HEROES OF KARN, LORDS OF TIME, VOODOO CASTLE 
and THE COUNT. 

‘THE SPECTRUM ADVENTURER 
by Mike Gerrard £3.95 

Covers VALHALLA, SNOWBALL, TWIN KINGDOM VALLEY and 
URBAN UPSTART. 

‘THE BBC MICRO ADVENTURER 
by Bob Chappell £3.95 

Covers PHILOSOPHER'S QUEST, CASTLE OF RIDDLES, VOODOO 
CASTLE and THE COUNT. 
All books supplied post free. Many other books and adventures 
‘are available for the Commodore 64, Amstrad, BBC Micro and most 
Popular computers. Write in for a catalogue. 

DUCKWORTH 
‘The Old Piano Factory, 43 Gloucester Crescent, London NW1 7DY 

"Tel: 01-485 3484 

AMSTRAD 

THE TOMB 
OF 

KUSLAK 
A graphic and text adventure 
with the following features: 

OVER 240 LOCATIONS * 5 SKILL LEVELS * 
DIFFERENT EACH GAME ¢ FULL COLOUR SCREEN 
DISPLAY * FIGHT SCENES * AMAZING PUZZLE OF 
KUSLAK ¢ CAN YOU SURVIVE AND FIND KUSLAKS 

TOMB. 

Full colour Audio Pack £7.50 
Trade Enquiries welcome 

Mail Order by first class return post. 
Cheques/PO to: 

Cranbrook Road, Tenterden, Kent TN30 6UJ 
Telephone 05806 4726 

Page 26 HOME COMPUTING WEEKLY 26 March 1985 

SUMMERFIELD 
SOFTWARE 

RETURN FROM PARIS 
Fly, drive or hitch — Can 003.5 get the secrets home? 
Use your skills to choose appropriate transport on 
each stage of the journey. 
BBC Disk only £11.95 

TREASURE HUNT 
Work your way around the map and find the two keys 
to the treasure. Beware, main roads are dangerous. 
Excellent use of Mode 7 graphics brings map reading 
skills alive — 2 programs, one uses references, one 
compass directions. 
BBCE12.00 Disk £14.00 

TANK TRACKS 
Program a tank to reach its base. Beware of minis and 
the ‘Edge of the World’. Ideal as an introduction to 
problem solving. Programs consist of three 
commands — F = forward, L = turn left and R = turn 
right. 
BBC £9.95 Disk £11.95 

%& ALL THREE ON DISK £26.00 * 

EQUATIONS OF LINES: Demonstrates the graphs 
produced by equations — type in your own equation 
and see the graph appear. 
ED 1 — includes: Think of a Word, Counting On, Pye 
Charts, Simple Division. 
Each £6.95 Disk £9.00. 
All these programs are used in our school — All were 
written with the Educational user in mind. 
Prices inclusive of postage and packing. VAT not included — add 15%. 
DISCOUNT — 5% Schools. 16% Special Schools. 
Summerfield School, 141 Worcester Road, 

Malvern, Worcs. WR14 1ET. 

PRICE BUSTERS 

our OUR 
SPECTRUM RRP PRICE CBM64 RRP PRICE, 
EVERYONES IMPOSSMISSION 8,986.78. 
AWALLY 9.98 7.28 GHOSTBUSTERS 10.99 8.25 

BRUCE LEE 7.98 $98 SLAPSHOT 8.95 6.99 
PRICTS FUTURE 6.95 5.25 SUMMERGAMES 14.95 10.25 
MOON CRESTA 695 5.25 SPY VSSPY 9.95 6.99 
WIZARDS LAIR 695 5.25 POLE POSITION 9.95 7.75 
ALL ULTIMATE 9.95 695 PAST FINDER 9.99 7.99 
TECHNICIANTED —$.95 4.0 LORDSOFMDNGHT 9.95 6.9 
AIR WULF 6.9 5.25 SHOOT THERAPIDS 7.95 6.50 
SKOOL DAZE $98 4.50  BROADSTREET 7.9 6.0 
3D STAR STRIKE 5.98 4.80 GRYPHON 7.99 630 
ALL LEVEL 9 995 7.8  THEQUILL 14.95 12.25 
MATCH DAY 7.95 $0 TIRNANOG 9.95 7.50 
SAMSTOAT 695 5.30 
SOFTWARESTAR 6.95 5.25. AMSTRAD. 
BRIANBLOODAX 7.95 5.75. DARK STAR 7% 
THE QUILL 14.95 1228 TECHNICIANTED 7.95 
THE ILLUSTRATOR 14.95 12.25 CENTRE COURT 8.95 
TASWORD II 13.90 11.50 THE QUILL 16.98 
VALHALLA 1495 4.99 
GTSPACERACE 14.95 4.99 gpc 
SHRLCKHOLMES 1495 9.9 1 ire 
THE HOBBIT 1495 9.99 

P&P inc in price in the U.K.: Europe add 75p per tape: £1.00 
for tape elsewhere. Send large S.A.E. for full list (state 
machine) all machines catered for. When ordering send 
cheques/P.O. to: 

BARGAIN SOFTWARE 
10 MELODY COURT, WELLESLEY RD, 
LONDON W4 3AW_ TEL: 01-995 2763 



VIC-20 PROGRAM 

You're racing 
against another 
motorcyclist: 
you're trying to 
trap him in the 
trail you leave 
behind. If 
fou meet 
jead-on you 

always lose, 
so take heed. 
By 
Kenny Moriarty 
This program is a two-player 
game based on the ‘light cycles’ 
in the film Tron. It runs on 
the unexpanded Commodore 
VIC-20 and requires no 
additional hardware, 

The first program sets up the 
DATA for the high resolution 
graphics, while the second 
Program sets up variables 

Listing 1 

How it works 
211. display title and instruc 

tions 
13-15 set_up variables, clear 

sereen, set VIC to” hi-res 
mode 

15-43 ‘set up screen by POKEing 
hi-res characters on to screen 
locations 

$0 prints score at top of screen 
90 check for Ron crash 
70-100 set up screen movement 
100-110 set up keyboard entry 

and movement 
8 check for CP crash 

1000-2000 check CP score, add 
points 

2000-2010 check Ron score, add 
points 

2340-2820 decide and print 
winner, prompt for new game 

2820 if no new game required, 
computer is NEWed and reset 

and uses up 2,808 bytes. 
The two payers are Ron, the 

blue grid bike, and the CP, the 
red grid bike. The idea is to 
travel round the grid trying to 
trap your opponent inside the 
trail you leave behind you, 

riables 
M,T screen memory map (max, 

min) 
1 screen character codes 
CO colour codes memory map 
TS Ron score 
MS CP score 
B checks for keyboard entry 

Hints on conyersion 
These are the main locations: 

7680-8164 screen memory map 
36878 volume control 
36877. white noise 
PEEK (197) checks which key 

is pressed 
38400-38884 colour memory 

map 
SYS 64802 resets VIC 

Conversion should be straight- 
forward enough. POKEing on to 
the sereen could be replaced by 
PRINT AT or TAB statements. 

while avoiding it’s trail and the 
sides of the screen. If the red 
and blue bike meet head to head 
the red bike (CP) always wins. 

The winner is the first to win 
10 rounds. 

25 PRINTCHRS<(142)CHRE(8> 
49 POKES2,28 POKES6, 28: FORT 

5Q DATAISS,230, 246,222,206 
55 DATAI26, 126, 16, 1 
68 DATAZS2.252, 21 1204, 204, 

78 DATA2S4, 254,198, 
DATAI2, 12,12, 12. DATAI26.66 

85 DATAI2, 63 
38 DATASO.40,42, 42, 106 ies 
48 

S DATALZE, 126 
110 DATASS, 96 
115 DATA 

3S DATA4O. 40, 158, 168, 169, 169.4.4,4 

=28T0S7 ‘ FORJ=@T07 : READN : POKE7 168+601 +, :NEXT: NEXT 
45 POKE19S, 10:POKES31, 131 END 

198, 198, 198 
24,24, 24,24, 248, 200,200,248, 240,216,216, 216 

204; 252,252.0,8,0.0,0,0,0 
98, 238, 254-214, 198, 198, 198 

252, 252,204,204 

159, 169, 4 
414.4,4,42, 42, 106, 106,48,40 

4,170, 178, 178, 170.4 
4,24 
126 
126 

19,66 
185, 130, 252,12 

126,126, 6,126,126 

198 
126 
48 

4,49, 40,40,40, 105, 

24,60,60 
6,126, 126 
6, 126, 126 4.48.48, 45, 

+ . ’ 

THE TRAIL 
S THE SHIFT 

natn 

POKEI+C0,12 
0: POKET- 

re 

0 POKEI+462, 46: POKEI+462+C0, 12:N 
STEP 22 POKE!,47:POKEI+CO, 12: POKEI+21 

@:POKEM, 4. POKEMS0 
43 POKET-1+00, 16 POKET. 40°POKET+CO, 

nos 

PRINT" BBBBIGINSTRUCTIONS 

HAT VOU LEAVE BEHIND." 
& COMMODORE KEYS TO’ M0 

PRINT" @BBIEa PRESS A 

Y=1°M1=1:PRINT" 

12 POKES164, 49: POKEB1644C0 

47 POKEI4214C0. 
146 
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5 POKEI9S, 0: PRINT "SOBD 1-2 UBBBBBBI+CHRS(34)+"85!" 
50 POKE36865, 38: PRINT" =" TAD(7)TSTABCI7 MS 
7O POKE36976, 255:A=PEEK (653) 
89 IFA=2THENT2=-226(Ti=-1)+1#(T1=-22)4220(T1=1)-1#(T1222) 'GOTO98 
85 IFA THENT2=-224(T1=1)-18(T 1=-22)+220(Ti=-1)+19¢T1=22) ‘GOTO96 
$8 T2=T1 
90 IFPEEK(T+T2) 97 THENLGGE l 
35 GOSUBSGO :FOKE36876,0:T1=T2 
408 BePEEK(197) 
105 IFB=3! THENN2=-226(M1=~1>+1#(M1=-22)¢220(M1=1)~1(M1=22) -GOTOL18 
118 IFB=23THENM2=-226(M1=1)—1#(M1=-22)+220(M1=-1)+1#(M1=22) :GOTOL 18 
116 M2=nt 
118 IFPEEK(M#"2) C37 THENZOe 
125 GOSUBEGO:M1="2 GOTO7E 
500 RESTORE 
505 READA, B.P.CH 
510 IFT1=AANDT2=BTHENPOKET ,P:POKET+CO, 14: T=T+B: POKET, CH’ POKET+CO.@°RETURN 
520 GoToses 
530 DATAL, 1,46, 40,-1,-1,46,41,22,22,47,39, 
595 DATAL,-22-45,38, 1,22,42,99)-1,-22,43,38, 
540 DATAZ2,~1,45, 41,22, 1,43,40,-22,-1,42,41 5-22) 1/44/48 
620 RESTORE 
610 READA, B.P.CH 
620. IFMt =AANDM2=BTHENPOKEN, P: POKEM+CO, 10:M=M+B*POKEM, CH: POKEM+CO,@ RETURN 
630 GOTO610 
1008 POKET+CO, 2: POKE36374,20¢:FORI=1704000 NEXT : POKE36274, 0: POKE6S76,0:MS=HS+1 
1001 IFMS=10THEN2S00 
1010 GOTOL4 
2800 POKEM+CO, 2: POKE36974, 200: FORT=1T04000 
2016 coTo14 
2340 IFMS>TSTHENPRINT" sTHEM "CHRS(34)"#s" 
2350 IFTSOMSTHENPRINT"] te" 
2368 GoTO2see 
2500 PRINT"2oM atime 2" 
2510 PRINT" ll i 
2525 PRINT" Md YTHE WINNER OF TI 
2530 PRINT" GAME IS " 
2540 IFMS>TSTHENPRINT"THE S"CHRS(34) "8s" 
2560 IFTSSMSTHENPRINT"M) tee" 
2900 PRINT" MON ANOTHER GAME <Y/ND" \ 
2810 GETAS: IFAS="¥"THENRUN, 
2820" IFASC>"N" THENZS1@ 
2908 svs64ae2 

POKE26874,0:TS=TS+1 : IFTS=1OTHEN 

Beat These Prices! 

THE WISE and FOOL of ARNOLD BLACKWOOD 6.50 

NEW TITLES 
ANGELIQUE: A GRIEF ENCOUNTER 6.50 
“So I recommend it highly."” PCW March 85. 

srecraum 
Vata Stramtie 
Great Space Race Bick 
Hower Kile Savi 
Match Day. Reverse 

= Tepe. Terminal invaders 
2 Aten Cone othe Weirwot 
3 1K Value Pack (tape Get Lon 
= AK Vale Pack (6 tape) Cops and Rabers 
2 Trarsyvannian Tower Trader 
2 Ship of The Line Marvener 
+ Invincible Island, 
2 Devils ofthe Deep 
S Sopeney 
2 Evert Android Attach 
3 Mani Miner VIC-20 Valve Pack ape). 
= ;Boogaboo the Flea 
3s Tels Seren a 
3 ma S Send cheque or postal order payable to Recordmania, 
= i se 14 Daisygate Centre, York. Tel: 0904 339933. P&P is Free. 
% Sacwestnnt at Please state alternatives and allow at least 7 days for delivery 
SS _IossmLE SION tS is %  Shererrenae B53 
2 Soar incnaros 2 AMSTRAD CPC464 ADVENTURES 

3 Wopsenes easton 3 “NEMESIS ARNOLD ADVENTURES are like a breath of 
Goon 3S fresh ai Tony Kendle, PCW Dec '84 
= Mecanrs 3B t 3 hmwotr 33 
3 Eeeaaton = ‘THE TRIAL of ARNOLD BLACKWOOD 6.50 
= taaaias 2 ARNOLD goes to SOMEWHERE ELSE 6.50 

3 
= = 3 3 

Beaty stan ecrencio Toa BRAWN FREE’... a full scale adventure at a silly price — 2.00 

— for the would-be adventurer (Yes, TWO!) (UK only) 
‘Chgs, POs for immediate despatch. 
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TI-99/4A PROGRAM 
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IN MY HOUSE 

Spooks and spectres are out to 
scare you to death in Daryl Coates's program. You're 

locked in with phantoms of the night n this game you must get 
the key from the top right 
hand corner and open the 

green door in the bottom left 
comer. This means you can 
move on to the next screen. 

But it’s not as easy as it 
sounds — ghosts will try to 
scare you out of your wits, and 
if you're frightened three times 
you're a goner. On each screen 
— there are 1S in all — the 
ghosts move faster. And don’t 
forget that they can move 
through walls, while you can’t 

Move on to each floor level 
by standing underneath a rope 
and moving up or down. Use 
the arrow keys for movement. 

The game includes an un- 
usual feature, in line 410. It’s 
the address of the GPL register 
or sprite information byte. If 
this value is ANDed with 32 
equals 32, then there is a 
coincidence. This is much faster 
and more reliable than CALL 
COINC 
(ALL,CH)::IF CH THEN 4400 
— try it and see. 

Variables 
X1,Y1__ oposition of sprite 

‘number 1 
A. general loops or variables 
SKILL level 
LIVES number of scares 

How it works 
20-110 define chars, call instruc- 

tions, print scores, lives ete 
120-220 ‘set up screen 
230-250 define ghosts, man 

main game loop 
440-490 next screen 
3000-5500 move left 
560-610 move right 

700-750 loss of life, end of game 
760-910 procedure for instruc- 

tions: replace this with 
GOSUB or PROC 

Note: Wherever the words 
HAUNTED HOUSE appear, 
type in, while holding the CTRL 
key, ABCDEFG and AHC-IF. 
Al will be revealed when you run 
the program. 

0 
16 

AVERY Wet 

10 REM 

CALL MAGNIFY 
FOR A=1 TO 14 :: 

uaean HOUSE 
fc) D.M . COATES 
23 

CALL SCREENC2): 

CALL COLOR¢A 
NEXT A 

LL CHARC40. "OO7F7F7FOOF7F7F 

oo0000 

38101010 

AR 112, "FFFFFFFFFF 
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iy bade cy oe 

4 

a a seer 

ee ns oe oe ee 

; 

| 

: 

7 

290 CALL SPRITEC#2; 100, 16.28,9,0 
> 6#(SKILL+2), #3, 96, 16,6052 
=. 7#(SKILL+2)) 
300 CALL SPRITEC#1, 104,13, 161,22 
9 
310 CALL SPRITEC#4, 100, 16,.92,9,0 
> -O#(SKILL+2),#5, 96,16, 125,233-0 
—.6#(SKILL+2),#6,100,16,157,.9,.0 

2 «S#CSKILL+23) 
320 HISCORE=MAX (SCORE; HISCORE> 
DISPLAY AT(1,12)SIZEC8>: USING 
THERE" SCORE DISPLAY ATC2 
12ZISIZECBIUSING "RRR! SHI 
ORE 
330 CALL PEEK(-31877,A> 
340 CALL POSITIONC#1; a1=¢ 
R+159“8 82 Y1=C¥4+11973 
350 CALL GCHARC#1,41>CH> 
360 CALL KEY(1>K, IF S=0 THE 
N 410 
370 IF K=2 THEN 500 
380 IF K=3 THEN 560 
(a a 

THEN 660 
THEN 620 

77,A)E? IF CA 

LIFE AND NEXT 
440 SCORE=' 

2133" WELL DO 
COMPLETED AL 

FOR A=1 TO 

480 DISPLAY AT 
AYE BEEN SENTENC! 
ALL AGAIN * 

: NEXT A ott 

2132" BUT YOU H 
ED TO DO THEM 

: FOR A=1 TO 80 
CALL HCHAR< 2 

o THEN 410 
CORE+10 

12 AND FLAG THEN 530 
112 THEN 410 ELSE 540 
40 TO 

CALL SOUND(-99,A,092: 
GOTO 440 
540 CALL MOTIONC#1, 
S50 CALL MOTION¢#1, 
OCRTE (#1 

QO FOR A=0 TO 
UND<-99,880,A 

O CALL MOTION¢#1.0;50 
CALL MOTIONC#1,0,03 

OCATE<#1>%, Y+S GI 
620 CALL GCHAR 

630 SCORE=SCORE+10 
640 CALL MOTION(#1,-100,0) 
650 CALL ee 0,092: 
OCATE(#1>X%-32. 7): 

CALL L 
GOTO 410 
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CALL SCHARSHIt1.71s0H>e? EF 
CH>39 THEN 410 

ORE+10 
ION #1, 100.0) 

690 CALL MOTIONC#1,0,0)22 CALL L 
OCATE(#1,.X+32,Y):: GOTO 410 
700 CALL COLOR¢#1,16):: LIVES=LI 
VES+1 2: FLAG=0 CALL SOUND<40 
0,2000,0):: FOR A=1 TO 100 :: NE 
aT A 
710 DISPLAY ATC2,279:USING "##": 
LIVES $: IF LIVES=3 THEN 720 ELS 
E 290 
720 HISCORE=MAX (SCORE, HISCORE):: 
DISPLAY AT(1,12>SIZECS>:USING " 
HEHEHE" SCORE 2: DISPLAY ATC2> 
12Z)SIZECS)IUSING "##HHHHHH" Ss HISC 
ORE 
730 FOR A=O0 TO 30 :: CALL SOUND 

#3 CALL SOUND¢-99, 110 
DISPLAY AT(23,89S 

AME COVERS ¢" 
AT(24,9)SIZEC1192"PR 

NEXT A 
C1338 

740 DISPLAY 
ESSCACKEY" 
750 CALL KEYCO.K,S>s% IF S=0 THE 
N 750 ELSE CALL HCHAR(23,1,40,64 

GOTO 270 
760 SUB INSTRUCTIONS 
770 CALL SCREEN(S) 

CALL CLEAR :+ 
CHOUSE" 

COCECCLC CCC EM 
"MeeT FrRep 
LAY ATC6,1)9¢ 

DISPLAY AT(2;7 
DISPLAY ATC 

DISPLAY 

0 DISPLAY ATC11,192"BuT THs w 
NO ORDINARY HOME BUT THE H 

CGASP!!]:Now Frep 
AS 

P ATC15, 192 "Bur pon’T 
LET HIM TOUCH ANY G S OR ELSE 
YOU WILL SCARE Prep AND 3 5 

CARES MEANS FRED WILL so MAD 

$20. CALL HCHAR(1,1,40,32):: CALL 
VCHARC1>1540;21) CALL VCHARCL 

40,21): CALL HCHAR(21,1,40; 
3 
830 INPUT "Pre: 
840 DISPLAY AT¢2,1.ERASE ALL: "TH 

REENS EACH TIME T 
ETTING FASTER!" 

ENTER"? AS 

ONE SCREEN TO ANOTHER YOU MUS 

T GET A Key CTOP RIGHT HAND COR 
NER]" 
860 DISPLAY ATC8,1)2"aND OPEN TH 
— GREEN DOOR CeoTTOM LEFT co 

RNERJi THIS ISALL DONE EY TOUCHIN 
& THE KEYAND DOOR?“ 
870 DISPLAY ATC12,19:"You move F 
RED BY THE ARROW keys [CE S D X] 

GOOD LUCK 

880 CALL HCHAR(1,1,40,32)2: CALL 
VCHARC1,1,40,17 CALL VCHAR1 

CALL HCHAR(17; 1,40, 

ENTER"? AS 
CALL SCREEN(2) 

32 
890 INPUT "PR 
900 CALL CLEAR 
3910 SUBEND 
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BBC PROGRAM 

DOWN ON THE 

In 
Shingo Sugiura's 
game for the 
BBC you play the 
part of Farmer Jo, 
who is having 
problems with his 
cows 

FARM s Farmer Jo, you are fed 
up with the way your 
cows are misbehaving 

so you decide to take action 
Uniortunately, there are two 
animal-loving monsters called 
Bo and Flo who wish to stop 
you. Bo is a chaser and very 
intelligent, while Flo is a dancer 
and rather stupid. You must 
avoid both of them. 

As you move round filling in 
the plots make sure you take the 
shortest route as Jo tires easily. 
The game ends when you are 
caught by the monsters or your 
energy runs out. 

First type in listing 1 and 
SAVE it under “FARMER”. 
Then type listing 2 and SAVE it 
under “MAIN”. On cassettes 
SAVE listing 2 immediately 
after listing 1. Chain in listing 1. 
If your system is cassette based, 
instructions will follow and 
listing 2 will be CHAINed in — 
for disc based systems you must 
press the space bar. When the 
second program has LOADed, 
characters and controls will be 
displayed. Press the space bar 
to begin the game in earnest. 

N.B. This program is fully 
compatible with the dis 
system. The second program is 
LOADed by the first and auto- 
matically downLOADed to 
&E00 and run, so you are in 
tape mode. If you wish to edit 
the second program after 
encountering a bug, it’s 
probably best to do a hard 
BREAK and LOAD the second 
program from disc. 
Some toolkit ROMs (such as 

‘Addcomm by Vine Micros) take 
up workspace below page and 
interfere with the movedown 
routine, so switch off the ROM 
before you LOAD the program. 
This precaution does not apply 
to ROMs such as Toolkit by 
Beebugsoft. which takes up 
workspace in some hideously 
low address where it does no 
harm to user’s programs. 

Page 32. HOME COMPUTING WEEKLY 26 March 1985 

How it works 
The game consists of two 
programs. ‘The first defines 
characters, initialises music data, 
prints instructions and CHAINS 
in the second program taking 
imto account the present filing 
system. 

Listing 1 
10-40 REM statements 
50 select MODE7 and switches 

off cursor 
60 calls procedure to assembled 

machine code routine to find 
present filing system, routine 
to down LOAD and RUN 

cond program 
70 calls procedure to define 

characters and envelopes 
used in second program, 
POKEs music data out of 
harm's way 

80 calls procedure to print 
instructions 

9 finds the present filing 
system, if cassette, CHAINS 
in second program immedi- 
ately 

100 “filing system is disc, 
LOADs second program, 
downLOADS it, RUNS 

ND statement — NOT 
optional, if ommited, down- 
LOADing routine doesn’t 
work 

130 print instructions 
290 ‘defines function key 0 to 

LOAD program 2, calls 
machine code routine, 
downLOADs it, RUNS it 

350 called from instruction 

procedure if 
tape 

740-980 character definition 

ling system 

Listing 2 
10-40 DIMs 
60 calls procedure, defines 2x2 

characters, initialises hall of 
fame 

70 selects MODEL, switches 
off cursor 

80 calls procedure, prints char- 
acters and controls 

90-140 main-loop, game pro: 
cedure, hall of fame pro- 
cedure’ called in an infinite 
loop 

160 main procedure, procedure 
handles actual game 

280 movement of printing, 
score, energy, ete 

410° called when Jo. moves 
away from plot not filled 

470 movement of Bo 
70-620 movement of Flo 
730. sets up screen before game 
860 plays music 
930-1060 called at beginning of 

game, initialises variables 
1070-1170 procedure called 

when die 
1190 clear screen procedure 
1300-1380 plays intro music 
1450-1470 general delay 

cedure 
1480 hall of fame 
1610 called from above pro- 

cedure 
1760 called at beginning of 

program 
1870-2030 print instructions, 

wait for space bar to be 
pressed 

TOREM Farner Jo 
OREM By Shingo Sugiura 
SOREN August 1985 
cry 

8202101018: 

SOI FNFile=1 CHAIN"MAIN™ 
108¢Fx136,0, 128 
11@END 
128 

DEFPROCi net 
14@PRINTCHRS 129CHRE1S7 TAB (12) CHRSLAICHRELSO"FARMER “J 
1S@PRINTCHRS129CHRS157TAB(12)CHRE141CHRE1SO"FARMER “0 
16@PRINT  TAB(1®)CHREISI "By Shingo Sugiura” 
17@PRINT” "JO" the farmer is fed up with hi 
1B8PRINT“ravenous cows.” 

Your task is to fence 
‘devoured at 

up the plots* 
full” 

peed by the cows 
To stop your desperate efforts, ti 

ruesome monsters, curiously named’ Bo’" 
240PRINT*and 'Flo” are out to get you.” 
2SOIF FNfile=4 PROCdiac ELSE PROCtape 
2S@ENDPROC 
270 
2BQ0EFPROCK: sc 
290*K. LO. "MAIN" INCA. &7B001M 
3@@PRINTTAB(G,25) CHRE1 S4CHRS1 36: 
continue." 
S@REPEAT UNTIL GET=32 
32ev0u28,5,21,5,21 
S3@ENDPROC 
30 
SS@DEFPROCt ape 

1s the SPACE BAR t 



SéGPRINTTAB (@,25)CHRSISACHRSIS6°Please leave ca 
running." 
37@vDUze,5,21,35,19 
SBGENDPROC 
S9QDEFFNFi1e 
SQ@cALLcode 
410=7870 
420DEFPROCassenble: 
430DIM code 15 

7 

47@IR UFFDA:STA U70 
4B0RTS: 

18: START! 
SS@LDAW@: STAL72:L DAMME: STALTS 
549. 100p. 
SSOLDA(H7@) ,¥:STA(&72) ,Y 
S6OINC 47: BNE no_carry 
S7@INC &711.n0 carry 
SOQINC £721 BNE no_carry2 
S9BINC U731.no_carry2 
S@OLDALIS:CHPLTIFBNE Loop 
G1BLDAKIZsCHPL7@LDNE Loop 
‘620L DANKE: STAL 
630LDAW1 38: LDX 
S4@LDY#ASC"O"1 JSR UFFFS 
SSOLDYWASC”. "JSR LFFFS 
S6OLDYHED: ISR LEFF 4 
S7OLDYWASC"R":JSR LFFFS 
SBQLDYWASC"U"1 JSR LFFFS 
S9OLDYWASC"N"1JGR LFFFS 
7e@LDYeED: IMP LEFF 
7103 
72QNEXT 
73@ENDPROC 
‘TA@DEFPROCAef ine 
75@VDU23 1 407 ,200,209,409, 81D, 41F ,03F 
76VDU23 129, UCB, KE, UBO, 492,498, 4BB,UFB, UFC 
77@VDU23, 130,437,474, LFS, UFO ,LF2,UFA LTE (USF 
78QVDU2S 131 ,MEC)L2E,42F |ROF {RAF , USF VLFE, REC 
79OVOU2S, 132, 403,407,407, LOF ,47B,UF9,UFD, 
8OQVDUZS, 133, 4C8, KED, LEO, UFO, ADE, OF UBF /UFF 
B1OVDUZS, 134, U7E , USC, 439, 87F (87 
820VDU2S, 135,47E, KIC, UOC ,AFE | MFE,L7E ,43E,41C 
@3OVDU2S, 136,401 , LF, 405,407,401, ESF (475,860 
849VDU23, 137,400, 0F@, LAR AE BS 
B5@VDU2S, 138,460, 460,828, MOF ,8BE, LOC, LOC, LIE 
B6QVDU2S, 139, 4B6, MBO, &14, 
87@VDU23, 148, LFF | 480,400,480, 408,200, 408,00 
BBOVDU2S, 141, KFF {401 ,4@1 {401,201,481 ,201 LOE 
89OVDUZS, 142,400, 280,460, 400,408,200, 408, LFF 
OVS, 143,401 NOI, AOI | AOI ,2O1 | LOI ,4O1 EEF 
91OVDU23, 144,U7F LFF, LFF (LFF ,UFF LFF (SFE, UFC 
92OVDUZS, 145, UFE\LFD, MED, LFD, AFD, LFD,47D, USD 
93OVDU2S, 146,4FC, EFE, BFF LUFF, UFF SPF (LFF (8 7F 
94QVDU23 | 147, 43D, 27D, LED, LED, RFI 
98@v0U23, 
‘96OVDUZS, 149 , 480,418,430, 47E,A7E ,B: 
97OVDU2S, 150,800, 418,418, 418,876,230, Ui 
‘9OQVDU2S, 151,480,408, LOC,L7E,L7E, LOC, LOB, 108 
99OENVELOPE! 3, 

1@20RESTORE 
1@30FOR mu 
1B4QREAD A,B 
105@music7RBAG=A: musi c7LECF=B 
1B6QNEXT 
1@7@€NDPROC 
1OB0REM Data for Music 
1O9ODATA 125,3,129,5,129,2,129,3,125,5,129,3, 29,3,129 
I1@ODATA 125,5,129,3,129,3,129,3,125,3,129,3,129,3,129 
TIL@DATA 117,6,189,3,117,8,109,3,117,5,109, 

9.15 
inzapara 113,5,117,3,117 

34127,1318 
117, 3.19355,117,34117.5.117 

113@0ATA 113,3,117,3.517, 
3 
H14@DATA 117,6,189,3,117,6,189,,117,3,109,3, 129,25 

117,3¢113,3,117,2,117.35117 

1@REM Farmer “Jo 
2REM By Shingo Sugiura 
SOREN Auguat 1984 
40 
SQDIM mazexZ (19,11) ,mon% (1,1) ,8cX(8) names 152 
SOPROCdeFine 97@mazex(outer%,innerk)=8 
7OMODE 1 s VOUZS} 8282; ‘9BONEXT, 
BaPROCinst 99@mavelimwavexti 
JOREPEAT 10887470=255 
1@Oacor eX=O: wavex=2 1818di #2915-mavex 

AABMODE + VDU2S; 628250; 0; 8; 
12@PROCgame 
13MODE7: PROCtable 
14@UNTILFALSE 

290pxKencki pyteye® 
3@@xcKncKe (INKEY-98 AND x€%2B)~CINKEY~67_AND xe%<19) 
Bi@ycXeyeXs (INKEY-73 AND ye%>B)~CINKEY-185 AND yeX<11 
32B1F pxkexck AND py%ayc% ENDPROC 
338energyx~ener gy’ 
S4QIF energyi=@ dead=TRUE 
SSOPRINTTAB(7,28) yenergyXi" * 
S6OIF mazex(pxx pyX)=® PROCEcore 
S7QPRINTTAB(pxXe2 ,pyXe2) pads 
SOQPRINTTAB (xcke2,yexe2) mans 
39@PROCAusic 
S@2ENDPROC 
41QDEFPROCacore 
42@acorexescorex+i® 
S30filledefiliedel 
‘44@COLOURSs PRINTTAB(6,26) sacore% 
A5Bnaze% (px% pyh)=1 

4B8prob%=RND (15) 
490pxXemon% (BB) 1pyzemonk (@, 1) 
SO@IF probucdi¢% ENDPROC 
S1BIF ABS (monk (@,8)~xcX) ABS (monk (@,1)-ycX) PROCLater 
S2OPRINTTAB(pxX*2,py%02) 4 
SSOIF mazex(pxX,pyx)=@ PRINTorids ELSE PRINTpads 
S4QPRINTTAB (monk (@,@)#2,mon%(@, 1)#2) ymon® 
SS@1F mon%(®,8)=xe% AND'monX(®,1)=yc% dead=TRUE 

61@m0n% (2, 1) monk (@, 1) +B0N (yeX%-mon% (@, 1)) 
;28ENDPROC 
S3QDEFPROCE addi © 
4@dir %RND (4) 
650pxXemon% (1,8) spyXmmon% (141) 
S4@mon% (1,8) =monk (1 ,8)+(dirket AND pxX 

pxX<19) 
B7@mon% (11) mmonk (1,1 +(dkrxMS AND py%>@)=(dirted AND 
pykci) 
GBOPRINTTAB(pxX#2spy%e2) y 
69B1F mazeX (px%,pyi)=@ PRINTorids ELSE PRINTpads 
OBPRINTTAB (monk (1 y@) #2,mon% (1 41)#2) pads 
JABIF monk (1,8)=xck AND'monk(1,1)=yc% dead=TRUE 

= (dix? AND 

76@PRINTSTRINGS(28,grids+CHR#11) 
77QNEXT 
7B@VDUI9 3,612) ‘T9OPRINTTAB (xcKe2,ycXe2) mans 
BOBPRINTTAB(mon% (8,8) #2,mon%(@,1) #2) mons 
SIQPRINTTAB(monX (1,8) #2ymonX(1,1)#2)badt 
S28PRINTTAB(G,26) "SCORE "} scorw%s TAB(25,26) "WAVE "y1C 

OLOURS: PRINT: maveX 
GSOPRINTTAB(®,26) “ENERGY “jenergy%s TAB(25,28) "His "yac 

Ext 
B4@PROCIntro 
SS@ENDPROC 
S6QDEFPROCAuSiC 
S7BIF ADVAL(~4)<2 ENDPROC 
8087470=7478+1 
89Q0ffaet%=7478 MOD 47 
‘980pi tchwof fuat Z7LBAG: per iod=of fset”Z7UBCF 
‘91@S0UND1 ,2,pitch period: SOUND2,2,pi tch-48,period 
‘92@ENDPROC 
9SQDEFPROCI nit 
94Bdead=FALSE: #11 led=@: energyi=308 
95QFOR outer %=8 TO 19 
96OFOR inneri=B TO 11 
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1O2BIF diFK<@ di tZmO 
1O3OxcK=9 yo%RS 

1@9@S0UND1,3, 180,18 
11@@PROCdel ay (7288) 
A11@RESTORE1 109 
A12@FOR music#! TO 7 
1148S0UND1 41,8, 
AAS@NEXT 
A16@PROCde} ay (12008) 
11 7QENDPROC. 
AABQDATABL ,7,69,3,53,55 
LA9QDEFPROGNaW screen 
128@80UNDEs 1 ,8,0, 8: SOUNDE:2, 
121@PROCde} ay ¢ 
1220FOR loop%e@ TO 3 
123@VDU19,2,310) 
124@PROCde} ay (2000) 
125@VDU19, 2,711 
126@PROCde} ay (2800) 
1270NEXT 
12B@PROCde1 ay (5800) 
129QENDPROC. 
130BDEFPROCIntro: 
1S1@IF wavex>1 PROCdel ay (5808) : ENDPROC 
132@RESTOREI39@ 
AS3OFOR musicei TO 34 
1SAQREAD A, 
1 35@60UND1 ,2,A,B:SOUND2,2,A-48,8 
136QNEXT 
137@PROCde} ay (10008: 
1:38QENDPROC 
ASPODATA 165,3,169,3,167,3,169,3,117,3,121,3,121,3,121 

t) 
AABODATA 49,3,73,3,73,3,7347 
AALWDATA 157,3,181,3,165,3, 169,65 157,6,169,3, 157.6 
AA2QDATA 169,3,177,3,157,3,157,3,157,5 
LASODATA 149,3, 14156, 14956, 129 ,6,149,3,129,6 
LA4QDATA 149,7,153,3,153, 3, 153,3 
1 45@DEFPROCS: 
1468FOR del ayn! 
147ENDPROC 
14@@DEFPROCtab! 
149@PROCammend: CLS 
1SQQPRINTCHRS129CHRS1S7CHRS1SOCHRS1 41 TAB (10) “GRIDMAN H 

ALL OF FAME" 
1S1@PRINTCHRS129CHRE1S7CHRS13OCHRS141TAB(1@) “GRIDMAN H 

ALL OF FAME" 
1S2@PRINTTAB (10) CHRS1T4CHRS141 "Todays Greatest” 
1SSQPRINTTAB(1@)CHRS1SACHRSI4I "Today's Greatest” 
1540FOR I=@ TO 7 
1SS@VDUT+49 aos PRINTTAB (6) pack (1): TAB(12)" 

meseiei5) 

1 SOUND2, 1 ,A~48,8 

Next 

the SPACE BAR ¢ 

1628IF scoreX<eact(7) ENDPROC 
163@FOR I=7 TO @ STEP-1 
1GS@IF mcoreX>ack(I) eck(I+i)=sck(1) 18 (names+ (141) #15) #5 (nanensle15)#FixeI 
165@NEXT 
1660ack (41x) eacoret 
1678PRINTTAB (6,2) CHRE1S4CHRS141*Congratul ations! 
168@PRINTTAB (6,3) CHRS1S4CHRS141 "Congratulations! 
A698PRINTTAB(6,8)CHRS129"Your score of “jscore% 
1 7B@PRINTTAB (@,18)CHRS129"qualifies for the Hall of Fa 
A74@PRINTTAB(4,13)CHRS131 "Please enter your nase." 
172QVDUS1 ,5y 15, 134, 157 5129531 265 15,156 51,9, 1510F X15 
1738!49@O-namene4ine15) 7UPE2~1 41 LPBS=S21 70904—127 
1 748X%=01 Vim491 Ak=Gs CALLEFFFL 

177Bmon$=CHRS17+CHRS +CHRS120+CHRS129+CHRS1@+CHREG+CHR 
SO+CHRS15B6CHRELSI 
17B80badS=CHRS17+CHR#1 +CHRS132+CHRS133+CHRE1G+CHREB+CHR 

S0+CHRS134+CHREIS5 
179@man¥=CHR# 1 7*CHRE2+CHRS1S6+CHRE137+CHRE1B+CHREG+CHR 

S8+CHRS13B+CHREIS9 
1@B2gr | d#=CHRS17*CHRES+CHRS14B+CHRS141+CHRS1O+CHREG+CH 

ReB+CHRS142+CHRSI 43 
181 Gpad®=CHRS17+CHRE2+CHRS144+CHRS145+CHRE1O+CHREG+CHR 

S8+CHR#146+CHREL47 
182@FOR 1o0p%8 TO 7 
18388 (nanea*]oop%e15) ="SHINGOSOFT™ 
184@ac%(100p%) =1888-10861 009% 
185@NEXT 
1@6ENDPROC 
1G78DEFPROCinst 
A@BEPRINTTAB(14) "FARMER "30" 
1@9@COLOURZ1PRINT'TAB(1@) "By Shingo Sugiura"’” 
{9B8COLOURS: PRINTTAB(i5)"C A 8 T*" 
191 8PRINTTAB (5) mons} 1 COLOURZ 
A92PRINTTAB(12,VPOB~1)".. 
193@PRINTTAB (5) Sad} 1 COLOURZ 
A94BPRINTTAB(12,VPOS-1)".. 
19S@PRINTTAB(S) mans} 1 COLOURS 
JSRPRINTTAB (12, VPOS-1) 
197@PRINTTAB (15) “CONTROLS: * ** 
19BBPRINTTAB (19) "**" “TAB (19) CHRSL48. 
1998PRINTTAB (15) "Z “CHRS149TAB(21 ,VPOS) CHRSISI* 
2BOGPRINTTAB (19) CHRSISO""TAB(19) "2" 
2219COLOUR2! PRINT” “TAB(6)"PREGS THE SPACE BAR TO PLAY 

Bo the Chaser*’” 
Flo the Dancer’ 
Farmer Jo* 

1 
2O2OREPEATUNTIL GET@32 
‘2O3BENDPROC 
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C64 PROGRAM 

fs. C64 program 
'y 

Andrew Clarke 
gives you the 
chance fo try 
your hand at 
golf, and you 
don't need 
anyone to caddy 
for you 

his game is a golf 
program, but it has 
certain unusual features, 

for instance a mad dog, a mad 
golfer, a bunker, lake and trees. 

After the titles you need to 
input how many holes you wish 
to play. The maximum is 20, 
but this can be altered with 
some minor changes to the 
listing. 

‘There is a flag fixed in the top 
right hand corner of the screen. 
This is your target. 

Pressing ‘fire’ causes the 
golfer to take a swing and set 
the ball rolling. You must use a 
joystick in port two to keep the 
ball away from the dog and out 

of the obstacles. You must hit 
he flag to get the ball down the 
hole. 

How it works 
10-12 GOSUB title screen, read 

in sprite data 
14 GOSUB rest of titles, zero 

variables 
20-$4 set up all eight sprites 
56-58 press fire to start, GOSUB 

first part swing routine 
60 sets variables 
62 moves ball, makes’ golfer 

continue swing 
GOSUBs sound for club 

all 
yystick input, move ball 

accordingly 
70 check for ball hitting 
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‘obstacles 
72 when ball reaches far X 

position POKEs V + 16 with 
correct value 

74 POKEs in X,Y values, turns 
‘off sound, continues loop by 
a GOTO24 

76-90 loop to move balll on right 

‘back to start swing 
250-259 move dog, make it 

home in on ball, stop when 
ball passes far X'position 

270-274 move mad golfer 
300-310 work out rating by 

dividing holes into hits 
312-324 print score, rating etc 

X pos 326-332 ask if ‘ANOTHER 
76 moves ball GO?” and act on input 
78-83 joystick input, move] | 350-356 print score etc on screen 

ball accordingly during play 
84 collision detect for hit with] | 370-388 print score and hits 

flag . for last hole and if necessary 
85 checks for hit with mad ‘et player to press fire to play 

golfer next hole 
86 checks for miss 
‘88-90 turn off sound, POKE in 

values, continue’ loop by 
GOTOing 76 

100-108 sound initialization 
110-112 noise for obstacle hit 
120-124 noise for hit with flag 
130-134 noise for miss 
200-204 make golfer bring club 

400-406 message if ball misses 
flag, add 10 penalty hits to 
score 

800-898 title screen, print bill- 
board, print game name and 
author, get fire to play or hit 
key 

30000-30149 sprite data for 
characters, obstacles etc 

36 POKET.YHNEXTINET=O1MO=NO® 1 
30 POKEVs20,261POKEV+33,91POKEV+32,.6 
42 POREV+90, 101POREV 4 
4 pontvea3 ,OrroREVea: 

PORE #040; 220:POKEZOS1 223 

Se oorose 

IFDBOTHENROD 
88 POREV,XIPOREV# 1 -Y1POKEVO;® 
90 POREVS6 .xa"POREV+? ,Y2tOTO76 

PORC+84272 7054206 (POKEC O1NEXT 

SOREAT 32 4PORESU, 2551 POKEMN, 129 
RETURN i i 

254 IFre=1 THEN Ned 
BSS trees sessTHene235 
258. IFPEEK 2043) -296THENPOXEZO43 ,237 10070239 

257 Poxezes3. 298 

271 Yanvaset IFY3>1000Ry3(SSTHENS=-S 
272 IFPEEK (2004) «234 THENPOREEOSS -235100T0274 
274 POREV+9, Y3"RETURN 

320 PRINT mS: 
322 PRINT-AmMETHAT 
326 PRINT MmMMOTHER 00 (FIRE OR 1° 
320 OE TKe! 1FPEER <36328)=11 1 THENGOSUOOOE!FORT=1 T0100: NEXTHRUNIS 
338 IrKec)-NeTHENaZe 

NT" maMETOTA. 80 FAR 
Pai" emo NENT HOLE PRESS HF IRER 
Trecex cessor?! THEO 
printeu ooTore 
Coser serroxeyse) .erPRINT=ar 

{NT AVVVVNN +4484 8ED) || 

PRINTABLE 
peinerragesioy 
PRINTIAB ELD 

RETURN 

PRINTIABCLLDY 
PRINTIA@et 3+ 
ForT=1Toz00e: 

TPAC LORMS2OTHENRDS 
290 RETURN. 

REM SPRITE OATA. STORED FROM HERE COUFER RAM UP LEFT 

HH 

Page 36 HOME COMPUTING WEEKLY 26 March 1985 



Programs are always supplied on 
cassette and are accompanied by full 
details of the program variables, how 

the program works and any hints on 

conversion you can offer. Please type 

these details double spaced. Listings 
are helpful but not essential. What is 
vital is that the programs should be 

completely error free, so please 
double check. 

Always use a coupon firmly fixed to 

the back of your envelope, and fully 

complete and enclose the cassette 

inlay card. 

We are particularly interested in 
programs with less than 100 actual 
lines of BASIC. All submissions are 
acknowledged. 

Send your 
programs to 

HCW! 

Expansion needed 

‘Special loading instructions 

‘Complete this coupon and stick it firmly on the back of your envelope 

Pros Machine 
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SWOT SPOT | 

Margaret Webb looks at educational programs for young 
and old in our regular feature 

earning is not something 
we do only during school 
‘or higher education days. 

We can learn something new 
every day and for those with the 
inclination who have access to a 
home computer, the doors to 
knowledge have been opened 
wid 

This month I have been 
looking at both ends of the 
spectrum — programs for the 
pre-school child and packages 
for adult learners. Pre-school 
education begins when we first 
speak to our children and 
continues until the child enters 
the infant class. How well 
equipped he is for that first day 
at school depends upon the 
stimulus he has received at 
home in his first five years. 

Good Housekeeping maga- 
zine, through it’s software 
house Ebury Software, has 
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produced a range of programs 
to be used with the three to 
eight year age range — see 
educational software article 
HCW Dec 11-17 1984 — which 
encourages the mother and 
child to work together. Two 
new titles have now been added 
to the range. These deal with 
logical thought patterns and 
early reading respectively. 

The first, Mr T Meets His 
Match, is a variation on the 
card game Pelmanism. In this 
version you and your child play 
against Mr T. The game has 
four levels of play; the first two 
have nursery pictures, the third 
and third and fourth have 
mosaic patterns. Differing 
sizes, colours, etc give added 
difficulty and can lead to some 
interesting conversations with 
the child. 

‘On the reverse of the cassette 

is another game, Switcheroo. 
‘The screen is set out with a row 
of cards. At it's simplest level 
there are three; two pictures and 
a blank. The object of the game 
is to fill the empty square with 
something that fits the theme, 
but is different in some way 
from the other two pictures. If 
the two outer pictures are a biue 
rabbit and a red kangaroo, the 
third picture can be either a’blue 
kangaroo or a red rabbit. 

At higher levels extra empty 
boxes are added, but always 
with the same rule — there 
should be one difference 
between each animal in the line. 
All in all this is a good package 
which will help your child in 
many ways as well as keeping 
him entertained. 

The other new game in this 
series is Mr T’s Jungle Stories. 
This consists of two reading 



WATCHER 
ide to the stars 

BRAINPOV 
Application throughlearning 

IT’S FOR THE 
SPECTRUM 

bie from Aprilthe 2nd 

's got over 100 screens 

|) t's eggxactly what you'vebeen 
waiting for 



FLOWERS OF CRYSTAL 
Two part adventure, introductory dramatised audio story, work sheet, 
utility, map, superbly-illustrated story booklet, teacher's manual. 
Flowers of Crystol, our No, 1 of 1984, wes judged to be certainly original, very 
well presented, mervellously adaptable and unique in Its scope. 

Educational Computing 
Jon. 83 

TELE-BOOK 
‘An extremely flexible menu-driven program which allows ‘books’ of 
Up to 15 pages of text and graphics to be created on the BBC B micro, 
Ideal for primary schoo! use. 

‘ALSO 
(Our two well established children’s adventures: 

GRANNY'S 

GARDEN 

and 
BBC Dise 

LINDEN LEA ROCK PARK 
BARNSTAPLE DEVON EX32 90 

TEL: (0271) 45566 

BC Cassette Spectrum Cassette 
117.65 £16.00 
17.65 £16.00 

SPACEX 017.65 £15.00 
£1200 £10.00 £10.00 
£1040 ra05 £8.65 

TEXAS INSTRUMENTS 
99/4A HOME COMPUTER SYSTEM 

APPOINTED 
y DEALER 
Le 

PARCO ELECTRICS, 4 DORSET PLACE, 
{ONITON, DEVON 

EX14 8QS. TELEPHONE (0404) 44425 
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Aad 1. Vi /AT on all items. 2, £2.50 for 3° dite 

CASSETTE SPE 

SALE OF SLOW-MOVING TIT 

The titles are as follows 

Lionel and the Ladders 
(Extended BASIC) 

Pentathalon (Extended BASIC) 

Snout of Spout (Extended BASIC) 

Beneath the Stars (TI BASIC) 

Simons’s Saucer (TI BASI 

All the above titles 
£3.75 each including 
post and packing. 



ime to go venturing into 
the unknown once again, 
as HCW’s weekly Ven- 

tures column looks at what's 
going on in the world of 
adventures and  arcventures 
(arcade adventures, for new 
readers — where have you 
been?). This week I will. be 
looking at the long awaited 
(according to the packagi 
Wrath Of Magra, Pitfall I 
from Activision and Drive In 
from Fantasy, plus help with 
Spiderman and part two of our 
wonderful Technician Ted 
Map. So read on. 

Reviews 
First. up, after last week's 
exciting backpacking visit to the 
caves of exile with super-hero 
Ziggy, another game from 
Fantasy. This time starring 
Dezzy. Dezzy is, unusually for 
computer games, female. 
Zooming through the universe 
to help her friend Ziggy defeat 
the infinitely evil Scarthax, she 
hits an asteroid storm. Her ship 
needs repairs, and what does 
shw see ahead — The Drive In. 

She enters, but it’s a trap, set 
by the Dark Lord (the universe 
is full of nasty people!). Now 
she must find the parts of her 
spaceship which have been 
scattered over 189 rooms. There 
are 29 types of aliens out to stop 
her. She certainly needs the 
various objects lying about, but 
can only carry four at once. In 
some rooms are practical 
machines like banks, swap 
shops and time machines; in 
others, just huge, mysterious 
effigies of frogs, fish and the 
like. The rooms are interlinked 
in true maze-like style, and 
some doors need keys. 

This arcventure is similar in 

style to the previous Fantasy 
Jame, The Pyramid, but has 
much more content. The task of 
shooting aliens is not particu- 
larly difficult, although the 
computer doesn’t always 
recognise when you have hit 
them. Much harder is trying to 
work out what the various 
objects and machines are for. 
This will take a long time, as 
will making a map, which is 
necessary. Graphics are very 
smooth and well animated, 
sound reasonable. The program 
has a very professional feel to 
it. 

I like The Drive In a lot. 
However, I showed it to some 
people who weren't so_keen. 
Some will find it too difficult. 
However, 1 give it a Ventures 
rating of ****. Worth buying if 
you liked The Pyramid or other 
Fantasy games, otherwise see it 
first. It costs a mere £5,50, for 
the Spectrum 48K. 

Carnell was one of the first 
adventure companies to appear, 
with Volcanic Dungeon for the 
ZX81. Carnell made it’s 
reputation on a true turkey, 
Black Crystal, which sold well. 
The third in the series, The 
Wrath of Magra, was announ- 
ced before Christmas 1983. The 
program was delayed, Carnell 
went bust, and Mastertronic's 
expensive division Mastervision 
took over the rights. It has 
finally been released, in 
attractive packaging, with a 
free, beautifully illustrated 
novel. 

The program takes far too 
Tong to load, so 1 set about 
reading The Book of Shadows. 
After a lengthy, Tokeinesque 
story, there are ‘some descrip- 
tions of monsters you will meet, 
and some spells. The 
descriptions are pretty 
gruesome, but the spells are 
positively’ lethal. To. kill an 
enemy with the Gorgon’s stare, 
I must be carrying one part 
mummy dust with one part 
viper’s tongue amongst other 
insalutary ingredients. Useful 
stuff, though probably not 
available from your local 
supermarket. 

Your task is to destroy the 
evil witch, Magra. This is yet 
another game full of silly 
names. There are three separate 
programs, in the first, buy and 
trade food and ingredients; next 

Peter Sweasey 
Magra, Pitfall Il and Drive In. H 
also got some fips for Spiderman 

looks at Wrath of 

use these in spells to defeat the 
many marauding monsters 
below the Black mountains; 
finally defeat Magra herself, in 
her secret fortress, 

You start, standing by a 
symbolic cross, in an unamed 
village centre at a time close to 

jidnight. Nearby is a stone 
circle, to the north is a forge, 
whilst to the south is a wizard’s 
tomb. 

There is a graphic representa- 
tion of every location, in part 
‘one certainly, However, many 
are repeated (the forge, store 
and apothecary all look the 
same, as do sandy plains and 
grassy plains, Strange place!) 
and although some are are 
excellent, a few are terrible and 
most are average. Almost all 
take ages to build up, 
Vocabulary is restricted, and 
there are few responses: “You 
can’t!” appears all too often, 
‘Some of the response times are 
deathly slow. You could be 
forgiven for thinking the 
computer had crashed when 
you type in ENTER SARCO- 
PHAGUS, for example. The 
program has a large chunk of 
BASIC as a core, and although 
jis is not always bad, the 
computer doesn't accept 
abbreviations, so the interpreter 
must be very badly written. 

All this is a_ real shame, 
because there is enormous 
potential. It is so complex, with 
many spells relying on time of 
day, or even the phase of the 
moon. The game could be fun, 
almost with the same attraction 
as Dungeons and Dragons. But 
BASIC is the wrong language, 
and there is an air of amateur- 
ism. Thus, unfortunately, a 
Ventures rating of ** — poor. 
It costs £12.95, for the 48K 
‘Spectrum. 

Finally, Pitfall I: Lost 
Caverns,’ by Ghostbusting, 
charttopping Activision, AS 
Pitfall Harry, you must enter 
the legendary lost caverns. in 
Peru, rescue your niece, her 
dog, and collect a diamond. 
There are some gold bars lying 
about, and a rat to bring back 
for the museum. The caverns 
are eight screens across, and 
three times as deep. They 
consist of shafts, ladders, 
chasms, underground rivers, 
balloons and waterfalls, 
infested with eels, frogs, bats 
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The wage Abrasion 

Silicon 
slice store 

ay 7 

— dust 
dept. extraction | abrasion 

Laser slice The a 
separation fuming he clean | 

plant cupboard | room 

The silicon 
—J Canteen etching 

‘nk 

One way 

Micro chip F 
‘mounting 
furnace 

and scorpions. 
This is, basicall platform 

game, but potentially a very 
playable and ori 
However,once again, I reviewed 
a poorly implemented version. 
‘The game is probably great on 
the CBM or MSX, but I 
reviewed the Spectrum version. 
I suggest Activision changes it’s 
conversion company at once. 
The basic fault is the graphics; 
they are flickery, pathetically 
animated and unattractive. 
Another gripe is the death 
routine; when you touch a 
hazzard, you don't die, you 
walk back to the last ancient 
healing cross you touched. This 
often, involves watching Pitfall 
Harry passing over nearly every 
screen, and taking some time to 
do it. This only adds to the 
frustration, as does the tuneless 
background ‘music’, and the 
incoherent instructions. 

If you own a CBM 64 or 
MSX, this might be worth a 
look, However, Spectrum 
owners be warned, my Ventures 
rating is * — absolute rubbish. 
Lost Caverns is vastly over- 
priced at £7.95 for the above 
mentioned computers. 

Helpline 
Firstly, for all you arachnid 
superheroes, here are some 
Spiderman hints. There is a gem 
in the aquarium, but you need 
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to take a temperature in. the 
penthouse — push up to climb 
the lift shaft. Mysterio is 
waiting OUTSIDE the second 
floor. If Sandman is being a 
pain in the foot, just do as the 
spiders do — jump up onto the 
roof, and hunt through the 
crib. Now, those hints are far 
too generous! 

If you need a push in the right 
direction with Drive In, read 
on. The bank has purple sides 
with symbols on them, and a 
light blue slit in between. 
Depositing goods in these will 
increase your perceptage, but 
some objects may be needed 
elsewhere, so don’t put 
everything in them. Dropping 
the alarm clock shared objects 
into the machine with the 
flashing bottom, if you will 
pardon the ‘expression, 
recharges your energy, but also 
reduces your score and percent- 
age. The rugby ball shaped 
objects, when dropped in 
between the two green 
creatures, will also recharge. 

Finally, the second part of 
our great Technician Ted map is, 
below. It deals with the 
majority of the left hand side of 
the factory. 

Back next week with 
Macbeth, The Prince, Son of 
Blagger, hints on Dangermouse 
In Black Forest Gateau and 
more. Happy venturing! 



Ghost freak 

1 own a Spectrum and I love 
it! Right then, now I've got 
that over I can get on! 

Whi 
against the law? We 
records on to tapes all the 
time and programs off the 
TV and no-one seems to 
mind that 

1 must admit that 1 copy 
the odd game or two and I 
could name 50 other people 
that do the same. 

I want to thank a couple of 
people. Firstly Mastertronic 
for bringing out the £1.99 
games range. Secondly, I 
would like to thank British 
Telecom for the Firebird 
range. When I into 
software retailers 1 look for 
any good cheap games. [ 
picked up Booty by Firebird 
and when I ran through it on 
my computer — wow! the 
graphics! the sound effects! 
It’s not every day you find 
games like this, especially at 
£2.50, 

Finally I would like to 
thank Acti 
Ghostbusters, Aft 
the book, playing 
watching’ the film, 
the book again, and then 
buying the game I am really a 
Ghostbusters addict. But 
please could someone tell me 
why the price is not right. It is 
very wrong. Why, why does it 
have to be priced at £9.99? 

Kevin Ringrose, Brixworth 

At present there is a bill going 
through parliament which 
hopefully will clarify the legal 
position of software piracy. 
Surely the reason why 
software piracy should be 
illegal is because people 
spend months writing and 
producing programs, so it’s 
only fair to pay them for all 
their hard work. 

LETTERS PAGE 

Joystick option 
I'm writing to help any TL 
99/4A owners who would| 
like to play Hunchback 
Havoc by Lantern software, 
but can’t because they don’t 

Mine's best 

Tam an 11-year-old owner of 
a TI-99/4A which I have had 
for two years. 

At my school nearly all my 
own joysticks. Typing in the aabes Ow © soph tetas Fite gun Joysticks. Typing in the @@ own Spectrums, one owns a following lines will convert If W Gey, she gi Atnstrad, one a 

the program for use with the C6, three have. BBCs, 

ssrOwiKrys Elecirons, Tis and VIC-20s, 
My best mate boasts that 

because the Spectrum has the 1060 CALL KEY(),K,S) 
1090 IF K= 101 THEN 1140 Peart 
1100 IF K= 120 THEN 1530 @ MOS games it is the best 
1110 IF K=100 THEN 1360 ff when the TI has games like 

Buck Rogers, Indoor Soccer 
and many more? Maybe the 
Spectrum and C64 are best 
sellers, but three TI owners 
out of one class isn’t bad 
considering hte popularity of 
the 64, 

While I'm writing I'd like 
to thank HCW staff for 
producing a magazine that 
covers all these machines at 
low cost compared to many 
others. 

1120 IF K=115 THEN 1720 

Now the game can be| 
played with the arrow keys, 
but make sure the alpha-lock 
is in the up position 

Also, if anyone is having 
trouble getting through the 
sheets on Hunchback Havoc, 
type in the following line: 

1070 T 

Now, the longer it takes 
you to put out the fires, the 
more time you will have to 
collect the jewels and go on 
to the next sheet 

Mark Taylor, Leigh 

Jon Paul McCalmont, @ (alee Mia liad Halil 
Brecon I have just obtained a C16 

and am very pleased with it's 
performance and the ease 
with which I can program it, 
For the past three weeks [ Make it better 
have bought HCW which I 

With reference to the ZX81 find interesting and very 
program, Full Screen Editor, ] RW Manner et ee 
DARE OWES QB advertisements for software possible error. Perhaps it’s }| [aMartwrady4 

just that it's slightly blurred However, | would like to 
my copy, but line 230 has }) ASP a OMsel seta 
Pe oee ee W HCW’s curriculum. As, on 
Abe RUMEN (B the whole | enjoy HCW very 
SMMC (much, please could you try 

and include programs for the 
growing number of C16 
owners in the country 

I also suggest an 
enhancement to enable the 
cursor to go automatically to, 
the start of the next line when 
it reaches the end of the line’ 

abov: Thanks for your praise, 

3751F C=D32 THEN LET L@] SA 
=L+1 program and hope to 

continue supporting this 
machine. However, we rely 

on readers’ submissions for oman Gore meeai era 
owners to send their | tes ee 

Kevin O'Connor, Airdrie 

Finally, many thanks for 
continuing to support the 
ZX81. 

LW Oliver, Perth 
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Lineage: 
35p per word 

Computer 

Disks 

FLOPPY DI 
BOLTON WELLS LTD 01-435 2411 

ORIC, ATMOS, 
COMMODORE 64, LYNX 
‘SOFTWARE LIBRARY 

Over 150 Orie and 200 
Commodore 64 titles. 
Stamp for details 

Les wilson 100 Blenheim 
‘Walk, Corby, Northants. 

To hire a computer from Spectrum 
48K upwards, ple’ 
to Business & Computer Services 
2044, Caledonian Rd., London Ni 
IBA’ Tel, 01 607 0157 

WIN A COLOUR T.V.’ 
Spectrum = Orie - Atmos - QL 

Software Library FREE MEMBERSHIP FREE ENTRY. TO DRAW 
huge SOFT. 113 BROOMFIELD RO, MARSH, HUDDERSFIELD (state micro) 

¢ phone or write 

Tibrary 
utilities, for details S.A.E 
Post’ 14, Blakeley Avenue, Wolver: 
hampton. Free membership. 

Spectrum tape games, 
‘Soft by 

BBC: Model B Package includin; 
Cumana dise drive. Shinwa CP80 

Wordwise + £400 of 
software. £1080 0.n.0. 

printer 
business 
Telephone 052 553361 

DUST DAMAGES COMPUTERS 

specifically reserved to Argus Spec 
TO8S-Argus Specialist Publications Ltd 

Page 44 

Joystick 0. Will 
split. Va 's. Manuals. 
Software and books. Kevin, 337 
3534, 

The contents of this publication, including all articles, plans, drawing 
Specialist Publications Ltd, All rights conferred by the Law of ( 

ist Publi 

Semi display: £7.10 per single column centimetre 
Ring for information on series bookings discounts. 

All advertisements in this section must be prepaid 
Advertisements are accepted subject 10 the 
conditions printed on the advertisement rat 

erms and 

Offers for the complete set_of 
Home Computing Weekly. Over 
100 issues. Phone (0836) 742622. 

TAPE TRANSFER — 
DUAL CASSETTE INTERFACE 

day mone) 
Tenet 1 ack guarantee 

details. Rice Comput 
PO Box 2, Morecambe 

BBC B/Electron/Dragon sof 

card (available on request). 

library — Membership £5.00. 
Tapes 1 (+30p P&P). Stamp for 
details, E. Tucker, (H) $8, Blen 
heim Walk, Corby, Northants. 

RefOE (Ist ed 

For the 48K Spectrum: 

WD Software, Hilltop, St Mary, Jersey, C.1. 
Tel (0534) 81392 
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HOME COMPUTING WEEKLY CLASSIFIED 

-437 0699 
EXT 322. 
Send your requirements to: 
David Horne 
ASP LTD. 
1 Golden Square, 

N° Level 

for 48K Spectrum, £3.95, 
PO to Dr J D Hughes, 

Lane, St Helen: 
WA9 4PL 

Software 

Merseyside 

AMSTRAD CPC464 

CAMEL MICROS, WELLPARK. 
WILLEYS AVENUE, EXETER EX? KBE 

London WIR 3AB 

AMSTRAD CPC464 
DISCOUNT SOFTWARE 

ca: Extent, Fores World’ En 

(05 SOFTWARE SAE for 

Basic. Geography Tutor 
£2.00 (inc p&p). Progress 
three difficulty 

scoring at end of 
levels. of 

TI-99/4A;: 

letter. £6 p.a, TI-99/4A Exchange, 
40 Barrhill, Brighton BNI SUF 

Nationwide 
Shops and 

Silverdale, Neweastle 
Tel: 0782 636911 

Official Acorn computer 
dealer and BBC service and 

Information centre 

SSNO261-3991 



SINCLAIR 
Spares COMPUTER REPAIRS CLASSIFI ED 

Register sr ete 
(aeecoMEETER : ADVERTISEMENT — 

Fors ea a ei aa ORDER FORM 
of your SPECTRUM, BBC 81 30 Tok RAS 998 
BRAGON, ATARI and < COMMODORE computers. 8 1 Sef Cambie i 

Send your 16/48K Spe : 
us and we will repair and retur Now available SPECTRUM XK. it for £20 + £1.60 p&p. MEMORY EXPANSION SYSTEM 
Heme! Computer Centre Ltd Ie eee We see ec VAT 4. | | | xm sostem Factory ited £20.95 ine VA Hemel Hempstead, i : HPI 3AF, 

Tel: 0442 212436 TOME COMPUTER REPAIRS sep Ve] |] Please plac weeks. 

THE COMPUTER HOSPITAL ; SICK SPECTRUM SPECIALISTS CLASSIFIED DEPT., HOME COMPUTING WEEKLY 
$end us Your poorly pant wll wraps 1 Golden Square, London WIR 3AB 
peat a Tel: 01-437 0699 

Name Iie 
Keyingham, Hull, HUTZ 982 Ada 
Tel 09644 335424 Hrs Ans : i, Rie fr fll da 

2RIMBOLTOS ROAD. MEDKORD 

Tei. No. (Day) 
COMPUTER REPAIRS ee re Digei BY Se TNS RESEND dore approved engineers. Repair 
EMC REEE | prices — VIC-20 modulators £6.50, 

CBM 64, VIC-20 VIC-20 from £14.50, CBM 64 from won weno naciroves Ia! CLASSIFIED — RIN 12 Eastern Esplanade, Southend disk, etc. For more details write or 
Tel: 0702 62033/618809 tel. G.C. Bunce & Son. 36 Burling 

oration avet 01-437 0699 

vc af{CW needs you If an advertisement 
HEW’and thought you could have written tha? is wrong were here 

to put it right. 
Why not try? We welcome submissions from readers 

and are always interested in your ideas and 
suggestions. 

Submissions tend to fall into one of three 
categories : 

Programs are always supplied on cassette and are Ifyou see an adverusement in the press, in print, 
accompanied by full details of the program variables. on posters or in the cinema which you find 
Please type these details double-spaced. Listings are unacceptable, write to us at the address belo 
helpful, but not essential. What is vital is that the 
programs should be completely error free, so please The Advertising Standards Authority. 
double check ASA Ltd, Dept 3 Brook House, Toringt e, London WC1E 7HN Articles on certain aspects of using home computers 
should be no longer than 1000 words. Try to keep to 
the style you see in HCW and include programming D > > 
examples where they will help the reader understand IT’S Deipnosophistous 
the subject. We will convert your sketched illustrations ih sien asic 
into final artwork. 
We also use short tips, articles and brief 

programming routines. Any ‘discoveries you have 
made about your machine might be of interest to other 
readers. 

All contributions are acknowledged and those 
accepted for publication are paid for at competitive 
rates. The copyright in such work will pass to Argus 
Specialist Publications Ltd. Keep a copy of your work 
and include a telephone number and an SAE. Please 
label everything clearly with your name and the : 
machine concerned. 

All contributions should be sent to: Subiniissioné Faster delivery for postal orders, cheques/PO etc. 
Home Computing Weekly payable to: FREECREST LTD. 

No.1 Golden Square London WIR 3AB Post to: IT’S, 33 Foscote Road, London NW4 3SE. 
Enquiries: 01-430-2284 from 11 am till 7pm. 
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Solution to last week's PU? 

Chips and grater belong on the 

other side: each word > bag acl - 
Ip. one art of the 

contains within it a part oT 
‘alARM_ clock; 

NOES: HEARTHI
UE cHAIR 

CHIPs belong with thes 

in the other Bas Soh WE 

contains a crea ae 

all BEARing; PIGot; bi sPIGot; ball BEAK 
eRATer fits 0 

Readers’ joke: 

What did Esmerelda say to 
Quasimodo? 
Your face rings a bell 

i ‘Mason, Hove 

Trendy teenager: I would like to 
purchase a computer 
Assistant: Dragon? 
Trendy teenager: No — this is 
the way I normally dress 

Erie Waters, Solihull 

What do a computer and a 
piranha have in common? 
They both have plenty of bytes 

Alun Davies, Cardiff 

Linda wins willy nilly 

Readers’ hi-score table 

Name Game 
Oliver Brown The Attack 

Crazy Caver 
Linda Mulcahy Jet Set Willy 
Alan Dando Pyjamarama 

Daley Thompson’: 
Decathlon 

Robert Baker TI Invader 
Vincent Whitfield Parsec 
J Murray 

A Boardman Munchman 
Jon Chatten Attack of the Mutant 

Camel 

Send in your hi-sco: to feature th: tly al, LOO, 

— 
Strawberry shares 

If you enclose 

Machine 
Tl 
Tl 
Spectrum 
C64 

4 photo, we'll try 

Score 
154,900 
334,070 
35,2 
95 

260,977 
14,148 
2,734,200 

190,900 

92,345 

ae piece must have one star, one Dividing a cake between two bar, one blob of cream and two 
argumentative children is quite strawberries. 
jeasy — let one cut the cake and 

Pieces! 

z Fortunately, it can be done 
give the other first choice of by stra t cuts following the 

dotted lines of “hundreds and 
But this party slab is more thousands”, Can you mark out 

difficult. It is to be cut into where the cuts should be made 
eight pieces — each the same to produce the eight equal 
size as the others — and each shares? 
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Meet the Gang! 
yin Tom Dicken 

| Cam 

99 

"Euryones a Wally 
1. EVER MULTI-ROLE ARCADE ADVENTURE 

Includes Hit Single on reverse “Everyone's A Wally” performed by Mike Berry 

ie ere M | K R 0 2 GEN Commodore 64 £9.95 ; = = 

Available shortly on Amstrad CPC 464 44 The Broadway, Bracknell, Berks. 0344 427317 



MSX- AMSTRAD SPECIRUM-ELECIRON- BBC 

BBC...£7.95 Electron...£7.95 
MSX...£6.95 Spectrum...£5.95 

ccceemntcmcee TONG EVE GE memmenr ras, 
Spect | £8.95 

CONTRAPTION... CAVEMAN CAPERS... 
Zany Hi-res all action arcade extravaganza ‘Addictive smooth scrolling fast action arcade fun. 

BBC...£7.95 Electron...£7.95 MSX...96.95 Spectrum...£5.95  BBC...£7.95 Electron...£7.95 MSX...86.95 Spectrum...£5.95 

~. ~, € _ 

Available rom most matorstockists, ff 4 > } 
cae \ 

roi! ~|-~ @—|—@- | — 
To order direct from us: cond eats eS pie A _ @- 4 \ fi 
to ICON or ‘or ite your 

Ae” SOFTWARE 
Tel: (091) 2846966 65 HIGH STREET, GOSFORTH, 

TYNE & WEAR, NE3 4AA. 


